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On the 25 th 
Anniversary of 
The Legend oe Zelda 

Shigeru Miyamoto, senior executive director 
of Nintendo Corporation and general producer 
of the Legend of Zelda series 

I started working on the first Legend of Zelda project i 
with a small staff in a corner of Nintendo s development 
office in Kyoto. It was the mideightieS; and the Famicom ^ 

[Editors note: Famicom is the Japanese name for the Nintendo » 

Entertainment System or NES] console had been out for 
about two years. At that time I was working on a Super 
Mario Bros, compilation for the Famicom^ but the Disk 
System [Editors note: The Disk System was a peripheral for 
the Famicom that was not released in the United States] was 
about to come out; and we needed to develop a launch 
title for it. 




I thought that we should take advantage of the Disk 
System s ability to rewrite data by making a game that 
allowed two players to create dungeons and then explore 
each other s creations. We designed that game; and the 


overall response was that playing through the dungeons 
was the best part. We made a one-player game with 
dungeons under mountains that surrounded Death 
Mountain; but we couldn’t shake that "I want to play 
aboveground; too!” feeling; so we added forests and lakeS; 
and eventually Hyrule Field. 

Of course; the title of the game wasn’t decided right at 
the beginning. I knew I wanted it to be The Legend of 
something; but I had a hard time figuring out what that 
“something” was going to be. That’s when the PR planner 
said; “Why don’t you make a storybook for this game?” 


He suggested an illustrated story where Link rescues a 
princess who is a timeless beauty with classic appeal; and 
mentioned; “There’s a famous American author whose 
wife’s name is Zelda. How about giving that name to the 
eternal beauty?” I couldn’t really get behind the book idea; 
but I really liked the name Zelda. I asked him if I could use 
it; and he said that would be fine. And that’s where the title 
The Legend of Zelda was born. 


We named the protagonist Link because he connects 
people together. He was supposed to spread the scattered 
energy of the world through the ages. The old female 
storyteller who feeds information to Zelda is named Impa; 
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her name comes from the word impart. Impa^ Link; and 
Zelda were the guardians of the Triforce. Today; when you 
think of characters who are connected to the Triforce; 
you think of Link; Zelda; and Ganon; but that started in 
Ocarina of Time. Originally Ganon was only a villain in 
relentless pursuit of the Triforce. 

So; twenty-five years have passed; and we have made a lot 
of Zelda titles. In the beginning; Link was just a bunch of 
pixelated dotS; and now he is a hero who appears fearless; 
capable of realistic and free movement. Ganon has turned 
into a powerful archvillain; and Zelda; an incredibly 
beautiful woman. 

With better hardware come richer and more elaborate 
production values. However; I feared that the game play 
might come to rely OU; and ride solely upon; the benefits 
of improved technology. The most important aspects 
of a game are the game system; the action; the sensory 
experience; the creativity; the production valueS; and 
the performances. With each generation the production 
values evolve; but in certain respects my involvement 
has been that of a guardian; to ensure that game play 
doesn’t suffer. 

And in respect to game play elements; I feel that Skyward 
Sword, the most recent game; which came out at the 
turning point of the twenty-fifth anniversary; is very well 
balanced. Over these twenty-five years we have come up 
with new itemS; changed the way many items are used; 
made Link s controls more comfortable for solving puzzleS; 
and adapted tO; and improved; new controllers. We have 
even designed the controllers themselves with the Zelda 
games in mind; and I feel the Wii MotionPlus and the 
Nunchuck are ideal for Skyward Sword. 


I The year 2011 was also the thirtieth anniversary of Donkey 

j Kong, where my life in video game design all started. iVe 

j been involved in countless titles these past thirty yearS; but 

1 The Legend of Zelda is the only game series where a player 

I can input his or her own name. I said the name Link came 

I from his role as a connector; but Link is yoU; the player. The 

j series has been so successful because the player must solve 

puzzles and defeat tough enemies in order to ultimately 
save the world. I am so thankful this has allowed us to 
“link” with players all around the globe. 

Even though Ganon is defeated time and time again; he 
is evil incarnate and will come back time and time again; 
with a vengeance. Each time; when the world is blanketed 
in evil; a young boy and girl will be born. Link s adventures 
will go on for as long as you continue to love his world. 
With new hardware will come new games in this serieS; 
and I emphatically ask you to please give them a shot. 

25th Anniversary 
Thank you! 

Shigeru Miyamoto 



Shigeru Miyamoto’s HYRULE HISTORY 


1986 . The Legend of Zelda (Famicon Disk System): Producer, Director 

1987 . The Adventure of Link (Famicon Disk System): Producer 

1991 . The Legend of Zelda: A Link to the Post (Super Famicon): Producer 

1993 . The Legend of Zelda: Link’s Awakening (Game Boy): Producer 

1998 . The Legend of Zelda: Ocarina of Time (Nintendo 64): Producer, Supervisor 

1998 . The Legend of Zelda: Link’s Awakening DX (Game Boy Coior): Producer 

2000 . The Legend of Zelda: Majora’s Mask (Nintendo 64): Producer, Supervisor 

2001 . The Legend of Zelda: Oracle of Seasons and Oracle of Ages (Game Boy Coior): Generai Producer 

2002 . The Legend of Zelda: The Wind M/dker (Nintendo GameCube): Producer 

2003 . The Legend of Zelda: A Link to the PastSi, Four Swords (Game Boy Advance): Producer 

2004 . The Legend of Zelda: Four Swords Adventures (Nintendo GameCube): Producer 

2004 . The Legend of Zelda: The Minish Cap (Game Boy Advance): Generai Producer 

2006 . The Legend of Zelda: Twilight Princess (Wii and Nintendo GameCube): Producer 

2007 . The Legend of Zelda: Phantom Hourglass (Nintendo DS): Generai Producer 

2008 .Officiai Wii Zapper with Link’s Crossbow Training (Wii): Generai Producer 

2009 . The Legend of Zelda: Spirit Tracks (Nintendo DS): Generai Producer 

2011 . The Legend of Zelda: Ocarina of Time 3D (Nintendo 3DS): General Producer 

2011 . The Legend of Zelda: Four Swords Anniversary Edition (DSiWare): General Producer 

2011 . The Legend of Zelda: Skyward Sword (Wii): General Producer 
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THE LEGEND 
BEGINS 


The World of Skyward Sword 



Were a person to pick a phrase to describe Skyward Sword, the most 
appropriate would be “brimming with all things Zelda” It includes the 
creative; immersive world; diverse characters; elaborate puzzleS; and strong 
connection to the series that has brought you so much pleasure. 


Here we present artwork from the initial design stages to completed works; 
as well as comments from the development staff; and introduce items and 
elements connected with—and intrinsic to —The Legend of Zelda. 








Link... it's time to awaken... 
Your incredible destiny approaches 

...It is time to wake up 

Link 






The Link presented here is a mere 
seventeen and a half years old. He was 
designed as such—"halfway grown up, 
not fully matured”—in order to strike 
a thematic balance between this and 
Twilight Princess, His armament and 
attire remain mostly unchanged (with 
perhaps only the absence of arm guards). 
The expressions on his face are portrayed 
as slightly more comical and lighthearted 
than before, so that regardless of what 
expression he makes, the expressions 
themselves seem relatable. Additionally, 
there is a lot of interpersonal interaction 
in this installment, so the expressions 
became much richer. 

— Kobayashi, designer 


The Hero of the Skies 
raises his sword to the heavens. 

Link 

A young boy who attends the knight acad¬ 
emy at Skyloft. His search for Zelda will 
not only allow him to mature as a young 
man, but indeed, will introduce him to 
his destiny. 

Design drafts 


(mTooht smej 


Those Who Hold 
THE Fate of the World 


IN Their Hands 


It was a time when people lived in the heavens, and a 
time far before the name Hyrule was even a thought. 
The followers of the goddess and those of evil 
gathered their numbers and battled it out. 
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t/pprf? pofz-vohi (s hioT 
mTHefis, Birr fub thf pyme 

. Ahio YatOW 

/ TO 

i - THF 

SW/OBO AhJD 

~T17WT^ THF TBfFOBTE 


mehi hioT 
FLYlhiq, THF tail 
rvBis UP, Muof 
UKF A ooq’^ 


FOB gJFFBIl4q (l40T FLAPPN0. 
I ' ^ TH!^ m€BF UhiK 

k PLAaS. HIS, FEET. 

V- iOl^q TAIL 


THE silhouette AhJO 
COiOB ABE SHAHAB TO 
THE (BEST Ohi THE 
HYLIAI^ SHIELD. 


PBOYlSIom MODEL 


HOW HE BIDES. 
TEST 


DIFFEBEhiTIATIhiq 
LINK’S BIBD FBOM 
THE OTHEBS. , 


LKE LINK’S BIBD, Z^ELDA’S BIBD HAS BBjI^HT COLOBS 
AMD A LoMq tail, EYoKiMq A MICE FEEUMq. 


haibstylecam 
BE champed 3 

^ SUBDUED COLOBS 


FUB IS / 
AimtE^ , 

SHOBTEB J 

THESE WiMqS ^ 
ABT ALSO A little 
SHOBTEB. 


THE SAME WHITE, 
PUBPLE, AMD YELLOW 
COLOB SCHEME IS 
Motto BE USED. 


shobttail 

HAMDUMq IS BEDUCED 


Loftwing final version 


Loftwing 


Sacred Shield 


Belt color 


LV2 Please make 
the frame silver. 


LV3 The pattern Is approved. 

In order to make sure the face 
resembles the goddess’s and give 
the sense that she is wearing a 
shawl, the hair has been changed. 


LV1 The appearance 
of the bird head is 
slightly changed. 


Our hero, who rescues the land that will later become Hyrule, rides a red 
bird. This is why the mark of a bird appears on his shield. However, since 
the design had already appeared, was this some herald of a fate to come? 
Loft wings are modeled after birds called shoebills, and the idea for their 
curled tails came from the designer s pet shiba. 

—Hiraoka, designer 


Please create the red area with polygons. I want to represent the 
uneven areas with specular maps and bump maps. 



Sacred Shield final version 


-m - 

IS OUR HERO ALWAYS OVERSLEEPING? 

The opening scenes of Zelda games often show Link sleeping. Is this a way of 
conveying the notion of a normal person waking up to the unknown and 


embarking on a hero s journey? 


\ 


Skyward Sword 


The Wind Waker 
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Zelda 

Much like Link; she is living a normal ex¬ 
istence at the Knight Academy when she 
awakes to the destiny set in motion for 
her by the goddess. Joined by Impa on the 
surface world; they do what they must to 
ensure the safety of the land. 

Zelda final version 


V 

































(iOOOeQQ 

z^noA 

Muqtt 


This time around she isn't a princess, so the 
first thing we did was remove any sort of regal 
ornamentation from her head. Afterward, her 
look was much too simple... We wanted her 
to look like a typical village girl, but we also 
wanted to establish her as a heroine at the 
same time, so this is what we decided upon. 
Her outfit is a pretty sky blue, and compared 
to previous iterations, we went with a dress 
that was more red than purple. We had a 
director who requested Goddess Zelda be 
dressed "simply, and in white.” 

—Hirono / Kobayashi, designers 


Zelda (goddess outfit) final design 


qoPi>e££ z^eLPA 






PRINCESS ZELDA AND THE GODDESS'S HARP 

The harp in Skyward Sword looks a lot like Sheik's harp in 
Ocarina of Time. Could it be the same one ... ? 


Sheik, Ocarina of Time 


When all this is over, 

will you come to wake me up? 


TWO COLOf^S 


BAno 


BBAtOS 


COMBED 

BACK 




WiMD WAKEB 


BAMQS 


SHOUT BAhJQQ TBAOmohJAL WrrHBAMQS 
ZELDA 




























Obeying the goddess without question^ Fi 
takes Link as her master. She is the spirit 
that lives in his sword. While her voice 
seems robotic and lacks any intonation^ 
her emotions are expressed through her 
actions in key scenes with Link. 


Fi is always at 
hermasters side... 


swof^> spfm 

THE ^Plfm WHO 
iWes Ihi THE 

QWOf^> 


THe imreivE 
fS THE EOLOH. 
OF THE MASTEH. 
SW/OfZO’S eLAPE. 


meisl SHE 
£PtSl£. 


THEPvmEAm 
fS THE COiOf- 
OF THE MASTER 
swofiD’s qmp. 


THE TPtPLE FOLD 
FOLLOWS THE MOVF 
OF THE MASTER 
SWOPD’S (4UAPD. 


THE JEWEL LS 
THE SAME SHAPE 
AS THE MASTER 

swoPD’s. rrs 

JEWEL IS MADE 
FPOM METAL^ 
HifTTHE SPIPTTS 
IS A BLUE (^EM. 


LoOKflsKi eotvW 
FfiOl^ ABO\/e. , 


THE PUBPLE ABEA, 
WHICH ACTS /IS A 
MIMISKIBT, SHAPES 
THE MOTIF OF THE 
MASTTB SWOBD’S 
UPPEB (iB/P. 


Looks 13 or 14 


let’s discuss 

THE hiUMBEB 
OF FOLDS 
AMD WA\/ES. 


THETBIM 
OF THE CAPE 
IS UKE THIS. 

LIKE PLEATS (?) 

LIKE CUBTAIhJS (?) 


HEB LEC,C,lMC,S 
MATCH THE MOTIF 
OFTHEOBASS 
BOPE USED OM THE 
SWOBD’S OB/P. 


Metallic texture 


When she spins 
around, the cape 
opens up and she 
looks like a figure 
skater. 


SHE IS BABEFOOT 
BUT HAS Mo TOES. 


Like the Fairy Queen 
in Wind Waker 


Fi final design 


Connected 
to the arm, 
which is why 
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HhJweqAMe we 
nm WILL hiOT Be A 
fAn, Bmr? 


eo(UhJ(4 



■ BOVCfH 



DO we HAfBsme 

UKewfS. 






^ 'v 


^ 1 % 

'■t: 




^ \\ ' 


vV 

,-Sf- 




\W^ 


Her body sparkles so much that it 
casts light on her surroundings 


Grips and swings 
the mantle about 
during her attacks 

^ The bottom of 
the cape, which 
V is wound around 
the breast of the 
^ wearer, bears a 
sword motif. 


Since the spirit of the Goddess Sword 
would eventually become the Master 
Sword, there were many design compo¬ 
nents taken from the Master Sword and 
implemented as motifs here. Addition¬ 
ally, at the beginning, we had imagined 
this a la 1980 s anime, in which the main 
character was usually accompanied by a 
beautiful personal assistant. There were 
so many designs, from the robot to the 
lady cat burglar, but once we saw the 
Wind Waker inspired design, we came 
to a unanimous decision. 

—Kobayashi, designer 




ff^t^ M/IA/ oe£fqt\l 


deAhJ 

SHtrJY 

/iesefi\/eo AhJo 
VlsiA££Vfi1lhJ(i 
£HY 

mehivfeplAW£ 
toYetniJci HPP. 
BODY £TABT 
gpihihilhic, AT Hiqn 
£peeo, we fAce 
(FAee pLAje) fit£e£, 
oeTAwe£ fPotA 
we BODY, Ai^o 
FLOAT£ WrWOiTT 
£Plt4t4lt4C,. 

OI^LYBODY 

£PthJ£ 


Personal assistant, 
model design 
Marches when walking 

Her arms bend and 
coil around her body 
when she spins, looking 
like a spirai. 
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mA£ QHimifA’S, FACE 


Ghirahim sword design 


OEMOf^ft 

LOO<(hJ(4 


HOMAhJ 

Loo<ti 4 q 


HAfUE&ufhJ 


£hJA<E 


SICKLY 


Corrected/revised design 
Darker shading 


Ghirahim 


A demonic being that relentlessly 
pursues Zelda for one reason: To use 
her spirit to resurrect his master^ the 
Demon King Demise. 


Ghirahim’s weapon 
(knife) color 


CfHtmtM (OOiO 

W/fTH MA^IUE 


Ghirahim (cape) final version 


Rough illustration 


1 mucn prejer y 
to be indulged , 
with myfuUtmi 
Lord Ghirahim 


Ghirahim final version 


PoesfJr PfiOTfiuoe. 


Hf£ TPAl^S- 
Fom/n’iohi iiJto 
we Sfi/ofU) BeqthJs, 
He BLACK, 
mBTIhiq WITH Hl£ 
eKrKemie£. 


COlOK Al^O 
£HAOe OF HAIK 
ALiO £KHsl AKe 
PiFFeneistT. 


CiHimiM (OOii) 

wrmovTMA^ntE 


UlJOeK HAIK 


OlAMOhlO TATTOO VhJOen HAIK 
(l^OT actually A TATTOO 
BUT L00K£ UKe Ohie) 
























































Ghirahim 
(third form) 


Characteristics 

He has more muscle tone 
than first two forms. He is 
large in muscular regions 
and slim in places without 
muscle. Because this body 
Is so exposed, his emotions 
come through clearly, yet 
he is extremely grounded. 


BfiohJz^eUKe 

ITXTUBe 


2010.09.17 
Ghirahim design 


Main weapon is a yo-yo 


2010.09.10 
Ghirahim design 


Not ciothing, but body fur 






secohJD HAlf 
Lots of w/fapoi^s 


(THm fom) 

imCf€ SKETCH 


Ghirahim (third form) final version 




imhiJTo use 

£££ £nTft^Q£... 


OFFFhiSF 


FYeBfiOWQ 

AOOBO 


Ghirahim design 

* Suffers from lack of sleep 
due to perpetual worship of 
Demise. The bags under his 
eyes never go away. 

* He always dresses up. 

He loves jewelry. 

* The color changes depending 
on his mood, making it easy 
to see if he is angry, using 
hypnosis, etc. 

* He summons his weapons 
from another dimension 
using black magic. 


reminiscent of a magician 


Upon the completion of design 4, we’d pretty much firmed 
up Ghirahim’s look. First, we decided that we wanted him 
to be around the same age as Link and act as a contrasting 
counterpart to Fi, and through this, the design of the evil 
sword spirit gradually revealed itself. His third form had 
textured diamonds all over his body that would reflect light. 

—Hirono / Kinouchi / Kaneko, designers 


from his armpit to his 
back. His showy cape 
hides his weapons, and 
he can pull them out at 
a moment’s notice (we 
won’t show him pulling 
out his weapons). 


Macho egghead 
No fashion consistency 
Larger weapons stored in cape 


By twisting his body, 
he can move his hand 


He OOe£ IJOT milTTAIlJ 
A SJABLefOHfA 

CiHimilA OEQtqisl 


OlFFeneislT ATTACK£ 


When using some weapons, 
his arms swell. 


Suspicious, half-open eyes make 
him appear brazen. When his eyes 
glow, they open so wide they look 
like they are going to pop out. 


£HABP OBfea£ 


IS 























































Impa 


Youi^Cf fMPA 


Whether in the past or the present; she appears to do 
one thing only: protect Zelda. Sometimes; this requires 
fighting; and sometimes; merely watching and waiting. 

For young Impa we referenced Impa and Sheik from 
Ocarina of Time. We also gave her an androgynous 
look; like a male role in an opera. The aging Impa s 
costume also follows the passage of time, and her 
entire body is dressed to reflect that. Her pendulum 
braid measures time, ticking away the seconds, 
and the entire triangular robe she wears becomes a 
sundial; with her age being measured by the braids 
in her hair. 

—Kaneko; designer 


version 


AS SHe AQes, You CAhi see Mof^e 
AeAntY THAT SHe IS A W/ornhJ. 


eu>enLY 


Youtiq 


MASKeo 


cLoTHes LiKe sHeiK’s 


i/^loenweieiHT 




Impa (present) final version 


£He HA£ Beeisi fou. 
z-eiDA fon. A Loisiq nm 


£HAJI>CAI\/ 

A £VfiOIAL 


rr£ PO££fgLe THAT 
£Ht£ WeO WfTHOVT 
OP. optislKiNq. 


OhJe BPAtO FOP 
F^FPYYFAP 


peSTt^iC, CPO££-iFqC,FO. 


£HAI(T 
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The Imprisoned and Demise 



The root of all evil. Wielding enough power to bring the world to ruin. 


There are three layers, and 
each of them expands and 
contracts. They pulsate like 
blood vessels. 


The protrusions from Its hands 
and feet look like Internal organs. 
They are limp and do not appear 
to have bones like regular fingers. 
When damaged they explode and 
then regenerate from the limb 


By striking the top of the 
Sealing Spike with a sword, 
the player can hammer it 
back into the body. With 
each strike, one pattern 
is pushed in. The Sealing 
Spike appears to be marble. 


The scales have a pattern of three circles. Is it possible to animate their 
red pointed tips? The scales cover the whole body, and we know they 
will be 5.6 material. They move individually using scale animation, and 
when they take damage or are broken off, they turn white. 


When it opens its 
mouth very wide, 
the skin slides back, 
revealing the gums. 


The feet bend like a 
person standing on 
their toes. The joints 
appear to be soft. 


The Imprisoned final version 


Demise final version Demise's sword final version 


With the only instructions that it should be enormous 
and that "its vulnerability is on its head/’ we were allowed 
to design the Imprisoned as we pleased. Its design looks 
more like a kaiju than a monster. Trying to show the 
impressive presence and the overwhelming power of 
Demise, we drew him again and again until we got it right. 
To give him some resemblance to Ganondorf, we didn’t 
just make his hair red, but set it on fire, (laughs) His sword 
looks like a black Master Sword. 

—Kinouchi, designer 
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Humans in the Heavens 
AND THE Tribes Below 

In the sky> where Link and the humans live, 
the surface world is only a legend. Similarly, amongst tribes 
like the Goron and the Kikwi on the Surface, there are 
legends of a great landmass that floats in the sky. 


This time around, the game maps were 
kept relatively simple. We challenged 
ourselves to allow the player quick and 
easy access between each area. The plan¬ 
ners also wanted to let the player jump 
from a high place and skydive into each 
area. There was a time when we consid¬ 
ered placing a lake near the center of the 
land, too. 

—Fujibayashi, director 






















Illustrations and discarded plans 



^ - 

THE TWO SIDES OF THE WORLD 


In the Legend ofZelda series, there are many titles where Link travels between two different 
worlds. There are worlds of light and dark; light and twilight; past and future; and; of course; sky 
and surface. Link is oftentimes responsible for connecting two very different worlds. 




































Skyloft and the 
Islands in the Sky 

All human beings live on floating islands in the sky. 
The islands are so high in the air that the only birds that 
can reach them are Lofitwings. Iheir isolation allows the 
humans to worship their goddess and live in peace. 


Having Skyloft floating in the air was 
such a fantastical idea that we didn’t 
try to design the city realistically. The 
shading and ornamentation on the 
buildings were designed and created 
based on the keywords ‘‘sky, wind, 
and peace.” Also, given the incredible 
altitude of the sky world. Loft wings are 
the only birds that exist there. That’s 
why it is surprising to the humans to 
see smaller birds on the Surface. 

—Hisada, designer 





Skyloft official visual 



Smaller islands are connected to Skyloft 
by narrow bridges, and the difference in 
elevation between the islands can be 
rather extreme, so there were a lot of 
drafts in Skyloft’s design. In the design 
on the far left, you can see a structure 
similar to a castle. 
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Knight 

Academy 



When we were thinking about making a tutorial for the game (which later became the 
Wing Ceremony section), we wanted to create three rivals for Link. They eventually 
became the gang of three bullies, and that then expanded into the idea of a school. Gaepora 
is the wisest and most knowledgeable person in Skyloft, so naturally we made him the 
headmaster of the academy. 

—Iwamoto, planner / Kaneko, designer 
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Henya final version 


OOf^fTOfiY HOU£eiV\OTHefl 




SHe pnepefis to c,o bah-t- 

FOOT, Btrr HFB AhJKLFS 

QrrcoLo, so shf Keeps 

THefA WBAPPeO. 



In the beginning it was decided that all residents of Skyloft would be modeled 
after birds. That s where the idea to give Henya a rooster s body came from. 
Groose s pointy hairstyle was inspired by a rooster s comb. Owlan s and 
Horwells designs were based on the Rito tribe from The Wind Waker. 

—Hirono, designer 



fQLAl^O ih 

Lmte olD LADY mo fs kNd 
TO THe OOBMfTOKY STUOehlTS. 
(SfSjeB. OF A STUPehirs 
(fBAt^DMOTHeK) 

SHe THfhJKS we STuoehJrs 
AB-e arre, so sne mKes rr 
A POlhtT TO swihiq BY we 

DOBMrroBY ohi HeB oahy muc 

TO WeCK Il4 Ohi THeM. 


Dormitory housemother 




Dormitory housemother 


\ 


1 



She is usually barefoot because it Is easier to work It’s worth mentioning that if 

that way. She started cleaning the dorms when someone hassles the housemother 

she found fhat fhe soles of her feef were dirty. She too much, she snaps at them angrily, 
wants to ban wearing shoes inside the dormitory She is truly a strong woman, 

and gets upset when people track in dirt. 





the toilet from 
Oracle of Ages 


The hand in 


Harwell and Owlan final versions 


■#- 

I NEED PAPER... 

It has been said that if you listen closely at the door of the Knight Academy at nighty you 
can hear a woman s voice callings “I need paper...” A similar story also plays out in Majoras 
Mask and Oracle of Ages and may have its roots in traditional ghost stories. 
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Students of the 
Knight Academy 


Groose final version 





UtJK’S UNAL 










STUOEhJT 


He may look a little rough around the edges, hut Groose 
engineered a massive, railed weapon that was instru¬ 
mental in helping Link defeat the Imprisoned and 
defend the Sealed Temple. Groose has a lot of training 
equipment in his room, and I think he s probably a hard¬ 
working and surprisingly skilled kid. He also acts like 
the leader of the kids in the dormitory, and has invaded 
Cawlin and Strich’s room. 

—Hirono, designer 


oof^rrot^Y STuoesiTQ 


MODtCfUA^tf 

A YAf^rrY OF qtuofiYtq 


wnt 


hiABBOW/ 

MfhJoro 


Fledge final version 


T 

TWr TfPS OF HfS 
FmQFK ABF A 
Lmte BFP. 


Hts msj ajtbactNf 

FFAiTVBF fS THF f^APF 
OF HfS A/fWC. 


CHABMfhJCi 





































Karaite final version 




Pipit final version 


Eagus final version 






Sparring Hall 

^ - 

SHEIKAH STONE AND GOSSIP STONE 

One of the Sheikah Stones lives between the Sparring Hall and the Knight Academy. 

He is easy to dismiss^ but his hints are very valuable. The Gossip Stones that dot the 
Ocarina of Time 3D surface world hold rare information just like in Ocarina of Time. 
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Market Plan 

Market Zoning 

The plan is to combine convenience with mentally stimulating 
visual effects. Things like the width of the road and the elevation 
are varied to keep the Bazaar fun and interesting. 


Could be a hidden shop or one hanging over 
the edge of a cliff. A place where a shop is not 
usually located in a town. 



To -status 


The Gear Shop and the Potion Shop 
have convenient entrances. 


-75 STkrX. 
Cf'THe 


A convenient entrance to the hall 
for information gathering. 


Arch-shaped gates like this might 
. help connect the shops and tent 

supports together. There might be a place 
for some kind of embellishment. 




Bazaar 


Scrap Shop design 

Market’s Scrap Shop design 01 



When the player returns to 
Skyloft after an adventure and 
prepares for the next one, it s 
inconvenient if all the shops 
are in different locations, so we 
decided to design a centralized 
town-market model. Did you 
notice the different music in 
each shop? 

—Fujibayashi, director 
Hisada, designer 

Gondo (Scrap Shop) final version 


Sparrot (fortuneteller) final version 



CAhirsee 
THuovqn 
THC iChtS 


PiCASe MAKC 
HfSTcrm 
II4DEPEI4DEI4t 
OF FACH OTHFP. 

(flFFFP. TO UhJK’S 
QflOOSF) 


W/OPXmhi’S 
POVCH ^ 

PiFASF ADD A ^PJFhiCH 
OP. HAmCPy FTC 


STPAW 

SAhJDALS 




FOFTUhlElTiiFF 

SfhJCF THFPF IS hiO OS/FPHFAD, HF IS s/FPi PPOFITABiF. 
IS FOZr WITH THF (4FAP SHOP OWhJFP. 


IS ALWAYS KhiFFLihiq WITH TOP 
OF FFFT FIAT OA/ FLOOP. d - 


IT IS A/OT BLACK Birr A BVPIJT BPOWhi 
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Gear Shop design 

Market’s Gear Shop design 01 



SHOP 


HUhJmO BACK 





WeAPOt^£ SHOP f BLACKSMfTH 




n 



€Yes POhir Ho\/e 



WeAPO/JS SHOP OU> LAOY 

TBAOCK OF DEATH ■ WW f\ 


Rupin (Gear Shop) final version 




tSlAhlO f^ESmhlT S' 

so W/OMAhi'S COUSfhi 

SHE WOKKS PAKT TIME AS 
AW/AITKESS AT THE CAFE. 

SHE LNES AhJ ACTNE UFE- 
STYLE AMD HEK DBEAM IS 
TO SA\/E MOMEYFKOM HEK 
WAITRESS rOB TO TBA\/EL 
ABOUMD THE ISIAMDS. 


Cafe chef Piper final version 


There were funny ideas like making deals to stir up business 
at the fortuneteller s shop behind the Gear Shop or making 
characters related. I was especially attracted to the weapons 
shop, the blacksmith, and the Scrap Shop. 


—Oyama, designer 




Tanned skin 
Three skirt designs 
Tomato-red hair 


Red-themed outfit 
Northern European? 
coior scheme 


'Yeiiow-themed outfit 
' Faii harvest 
coior scheme 


Gourmet Dovos final version 




Cafe patron Croo final version 
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POTfOhl SHOP 10 



At^o 

et\lTHU£fASTfC 

WfFE 


HFhiPFCKFO 

Humt^o 

(£HopKeepeft) 




QAl^e POTfO/J 
£HOPMAf^ ^ 
A£ OA/ /IPf^A/S 


BABY 


BACK 


P 0 ^eKLe££ At^o 
FKAH HVQBA^IP 
(PKEPAKES 
POT(Of^£) 


BABY f£ ALWAYS 
SiFFPIt^q 


He also 
kr TAKes cAKe 
OF THe BABY 


a ponohi SHop^ 
MAKK 0^1 
APKOt^S 


Potion Shop couple Luv and Bertie final versions 






(POTfOhJ smen.) 


POT/OtJ SHOP 1 


sloth 

SO^I 

(POTfOH 


HE PAPELY 


TAKES A BATH, 


mtCH fS WHY 


HE IS FILTHY. 


DPOOL 

DfUBBLES 

OUT. 


THE qPlME UlJOEK HIS 
*^FIhlqEBhlAlLS IS A SPEOAL 
qiFTTO CUSTOMERS. 
(HISOBOOL MiqHTBEIhJ 
THEBE, TOO.) 


EKTBEMELY 
^ HEABSiqHTEO 


HEB qlASSES 
ABE HEB 
EYES. 


Originally we were going to have one 
shopkeeper in each shop. We hadn’t 
decided on the details for the Potion 
Shop keeper and the Item Check 
keeper, so we asked for sketches from 
five different designers. As we discussed 
them, we expanded on the best ideas and 
fleshed out the characters. There were so 
many times I thought, "If we don’t use 
this, it will be a real waste!” We were able 
to work it out so some of those characters 
were used in other places. 

—Hirono, designer 






Vfei 






A husband who is dominated by his wife 


A wife who is irritated by everything her 
husband does 

From a customer’s perspective, he is a 
nice man who is easy to taik to and has 
good sense. 


She wasn’t this 
way before they 
were married. 


Potion Shop 

Biubbering and 
modest husband 
(Good customer service) 

Gets angry when 
he’s conversing 
too iong with 
customers 






POTOA/ SHOP ^ 


HE HAS A COLD. 

tall YOUhJqEB BBOTHEB 

(POTLOhi SELLEB) 




HE IS SEYEBELY l^irUBED. 
SHOBT OLDEB BBOTHEB 
(POTLOhi mEB) 
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flTM CH€CK 


ehJhJuf 


HTM CH€CK 
BEFof^ iohiq, SHF qrrs bobfd 

Ahlo BFCOIAFS ABSOBSFD fhl HFB 
KhJfTTfhJq. 


BUhlS (hi CfBCiFS ABOUhIO THF SHOP 


SHF'S 

SUqHTLY 

ODO. 

S0H\FT(H\FS 
SHFqFhiTtY 
SfTS OOW/l^. 


Make sure to adjust the 
color and size of the dots 
during modeling so they 
look elegant. 


Adjust height so it doesn’t get 
in the way during modeling. 


During modeling, the key on the 
interior should be left out. 


r/TM cHecK S' 


AhJ OU> MAhJ WHOSF 
HOBBY fS TFhiDIhlq 
BOI^SAf PLAINTS. 


HF W/OBKS OhI 
HIS BOhiSM 
TBFFSASHF 

talks to THF 

a/STOMFBS. 
HFDOFShiT 
Look thfia (hi 

THF FYF. 




ToLihJFf 


FBOhtTFACF (Hi/MAI^ FACF) 
SFei^S FBlFhlDLY 


THF BTAB FACF (BfBD FACF) 
SFmS STBfCT. 


SHF’S A MYSTFBfOUS CHILD. 


Item Check keeper Peatrice final version 


Unused Bazaar character 




He can make idle chitchat but 
generally ignores the customers 
to be with his cats. 


Item Check 


He inadvertently started 
collecting cats. He looks more 
and more like a child. He isn’t 
interested in customers as 
much as being a parent to 
his kittens. 


The cats have also taken a liking to Link. It would be nice if 
the cats could have some effect on helping the player heal and 
recover, but that might be more effort than it’s worth. 




FflUfTAhlO 

\/FqrrABLF 


He IS well foHHeereD aHd 
lines THADIhlCi TAll TAies. 


He AOOS "eHAH" TO THe 

ehiD OF e\lenToHe’s 

HAfAe^lHDICATlHq THAT 

e\/enYohle is His FnieHo. 

He c,eTS AloHc, well 

WITH OTHens. 

z-elPA-aiAhJ 

UHk-chaH 

AvHne-CHAH 

SABY-CHAH 

TAllS HiMSelF 

"vHCle-CHAlT 



The Legend of Zelda 


Wind Walter's 
Salvatore 





Item Check 


There is a rumor that he hides a stereo 
system in his hair. 


When having a 
conversation, he 
sings in the style 
of pop songs. 


A noisy human 
beatbox 


The microphone 
is a prop. It isn’t 
necessary. He ha 
a strong voice 
that needs no 
amplification. 


Long legs make 
him a bit clumsy 


His 
sticks 
same direction. 


i 



SHOPKEEPERS WITH UNIQUE PERSONALITIES 

There are many unique shopkeepers throughout the Zelda series. Maybe this is 
because over the yearS; an incredible volume of ideas have been developed for 
the various games in the series. 
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The Gear Shop keeper's mother Gosellefinal version 


Gear Shop keeper’s mother 
Cart 







FAhl OeQfCf^l PLAhJQ 



PATTTf^ 


/ 



HAhiDLE IS 
SHAPED LIKE 

. A smtt W 
^ A8ACVS. , 



Residents of Skyloft 






M/ITW 

BAhlOS 


qLAS&es fiesTorJ the 

BmqE OF WE lJO£E 


ALABCE 


LOAD OF 


lAUhJOFYOhJ 


scmp £Hop Keepefi’£ Mowen 
ffsl HEF- LATE FfFTfE£ 


OH QTAtl^S 

\ 


Mallara final version 




. SAMEPATTEf^ 
AS PIPITS PAhJTS. 


PfPfTQ MOTHEP. 


lfAPO\lEPISHEI> 

Birr ELECAhJT HAIB PABTS Ihl 

THE MIDDLE AMD IS 
SIMPLY TWISTED. 


PLEASEATTAEH 


TO THE BODY 


The Scrap Shop keeper's mother Greha final version 






Goselle s cart and Greba s basket appear early in the game when the two are 
talking on the bridge. We showed these normal (?) middle-aged women going 
about their business to give a sense of daily life in Skyloft. 

—Hirono, designer 







































An interior and an exterior 
look at a design of a home 
in Skyloft. Details about 
the furniture inside are 
carefully decided based on 
the people who live there 
and their family dynamics. 
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Wryna final version 



His role as a tile layer 
expands the character. 


He sweats quite a bit, so he 
wears a headband to keep the 
sweat out of his eyes. (And when 
he puts it on, it’s iike “roiiin’ up 
the sieeves” to get to work.). 


Resident of commoner’s home 3(F006r) 


He’s a father. About 35. 

Chiid ... About 7. (Go younger?) Father 
and chiid worked together iaying the tiies 
inside the house. 


He also has accessories made of tiie. 
A tiie neckiace, waistband, and beit. 


We took the accessories off his arms 
because it seemed like they’d get in the 
way when he was working. 


Make just one 
strand (both father 
and chiid). 


if his ducktail runs into his 
coiiar, we can shorten it or 
remove it altogether... 



Kukiel final version 


Jakamarfinal version 




Rescue Knights final version 



Batreaux (devil version) 


When he appears he’s scary, 
but he’s actually a nice guy so 
he usuaiiy wears a smiie. 


Devil mark 
(devil version) 


cloth over 
his wings in 
order to hide 
them, but 
the cloth is 
torn up, and 
it actually 
makes him 
look more 
frightening. 


He wants 
to become 
human and 


himself in 
the style 
of clothes 
they wear. 


His robe is torn in the back so his wings can fit through. 




32 



































People of Skyloft 


(unused) 


We thought the cleaner was really cool 
and impressive and wanted to use him in 
a subevent. The way things worked out, he 
didn't appear... but the core material of the 
cleaner character shows up in someone else. 

—Hirono, designer 



A: Round trash can 
B: Square trash can 
C: Square trash can 
with round hole 

a: Tongs (large) 
hanging off can 
b: Tongs (large) 
inside of can 
c: Tongs (large and small), 
varied 


The tongs are ready to separate the 
garbage. Unfortunately, this design 
doesn’t look like trash can. 


garbage compartment 


His pinkie should 
not bend. The 
idea is to give 
him feminine 
hands without 
emphasizing the 
extended-pinkie 
stereotype. 


He uses different 
kinds of tongs to 
pick up different 
kinds of garbage. 



When he finds trash on the ground, 
he can’t help but pick it up. 

He is always nervously and compulsively 
trying to find out who is littering. 

He tries not to make more garbage 
and he picks up the trash with a 
delicate and decidedly artistic touch. 


omes across garbage 

_,-ectedly, he avoids it in 

dramatic fashion. 


• He lives in the private home 2(F005r). 
He’s a man who likes things clean. 
He’s around 20 years old. 

He’s OCD and sensitive. 




We changed the whites 
of his eyes from black 
to white. 


For a youthful look, 
gave him a bowl cut. 


If something is dirty, he wants 
to clean it up right away, 
which is why he wears white 
gloves—to check for dirt. 


We wanted a clean 
image, so we chose blue 
and white clothing. 


He lives in the private home 2(F005r). 
He’s a man who likes things clean. 
He’s around 20 years old. 

He’s OCD and sensitive. 


shaking his hips 


Large, extra-long tongs 


^ boY who Lo\les ^?P/Ts| \ 



Basic personality: A cheerful boy who loves people and animals. f 

Sometimes, if annoyed, he can switch to “1 hate / 

people—they’re such a bother” mode. ( r 



He is deeply attached to his two rabbits. 


Body: He is lanky, with a small head. 

He carries himself with a posture that suggests a lack of 
energy or enthusiasm. 

He is very frail and he often gets sick. 



_ 


Human relationships: He’s kind, but since falling for an idol, 
he often forgets to display this kindness 
to others. 

Ml 


Tone: “What in the world am 1 doing?” 

“Oh, what a pain!” 

^ ^ 

L 


Hobbies: Walking his rabbits 7 0 ^ 

b 







c 


A/CW POP IDOL 


3 . 


Basic personality: She is two faced. She’s very good at acting 
cute, but is actually wicked. 

She is calculating and hates to lose, and 
she’s been pushing her career forward 
since her debut. 


Face: She is a strong-willed person who makes it her 
responsibility to keep herself looking cute. 

She is constantly studying poses in photographs so she 
can look good in every shot. 

Seeing her without makeup might leave some decidedly 
disappointed. 

Tone: “It’s because I am so ugly.” 

When someone tells her she is cute, she quickly and 
happily replies, “Oh, no. I’m not...” 

“I get hit on all the time..." 

Hobbies: Holding men in the palm of her hand. 

Because she is two faced, it is easy for her to trick 
men. That’s why she is so good at keeping their 
attention. 





fQLAi^o/^eQft>ei\iT 2^ 

A mDLe~A(4^D ISLAhJD 
\/A<4ABOhJD mo THA\/ns AS He 
PLeAses AhiD soMPTiMes seas 
THihiqs ohi STH-eer eoBhiens. 
He Looks a err LiKe eeejie 
FeoM THe POTIO^l SHOP, AhlD 

rr eoTHens him meiJ ne is 
coi4rvseo with Beene by 
ofiLoeehi oe we eioeeLY. 


I qufpe mo eu^ls aboui^d we tom/a/~~| 


Basic personality: A group of people who run around 
town gossiping. 

Occasionally they tell lies, and 
confuse people. 

Hair: They have different hairstyles, and on some, it 
even goes down past their feet. 

Some like to keep their hair up. 

Human relations: Often seen hanging around with 
male friends. 


fQLAhiO 

uhJcLe OF STuoehJT A of 
we SCHOOL DoBMrroBY. 

He Does cohiswvcnohi 

WOBK ABOUhJD TOWhJ. He 
IS ALSO A FoBMee Kt^mr. 
He IS A ( 400 D vhicLe who 
soMeriMes wobks at we 
DOBMiTOBY, so He cAi^ See 
HOW HIS hiepHew is Doihiq. 


fitnAHQVlAfi- 

Lvmtu. 



Skyward Sword 


Tingle from 
Majora s Mask 


■#- 

CHARACTERS BORN OF TRIAL AND ERROR 

The pool of characters in the Zelda games is incredibly deep. They leave an impression, probably 
because each character has many layers that can be seen even in the unused characters. The 
famous Tingle may have been born from one of these unused backup characters. 
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5, fynnjr rJwK -PhJ-cuM ■'————- 




rijUPw^ ty*^ 


f- 

tifcwfr-ittr i 

'T.jMJrt Stt \7> 





Statue of 
THE Goddess 

Goddess worship is a pervasive element in religion in Skyloft, especially the customs 
associated with it. The Statue of the Goddess transcends mere religious symbol and 
has become a special attraction and point of interest. It is a landmark that can be seen 
from anywhere in the city. The interior, unlike the city around it, uses more straight 
lines and angles and, coupled with the monochrome coloring, gives the impression of 
permanence and inflexibility. 

—Fujibayashi, director / Hisada, designer 





m 

Ipr/S 

m 

<*> 

i\T/M 
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BAMBOO Ci/TT^B 


IK IS KIliO TO ALL LNllJCi THIlJCiS, Birr 
WHTI4 He WAS A KhllCiHT, HIS SCAHY 
fAce FinciHTeiieo ALL we skt islafId 
wiLDBeiJ, Much to his dismay, which 
cAuseo wis seMsrrNe YouMc, MAM 
TO WCTHOm/. 

He HAS A Hm-auALTlY SLADe, AMO 
DAY ArreB day of curnMci dowm 
BAMBOO SHiMeS We BLAOe TO we 
foiMt WHeite it almost afftabs 

TO SFABKLe. 

oesFire his c,bvff AFFeABAMce, He 
IS YeBY KlMD. 

CATCHeS HIS BBeAW WHeM He HeABS 
soMeoMe SAY "scaby." 

HIS HeABT eYeM hubts A Lmte wneM 
He HeABS we wobd "MeBBY," siMce 
IT SOUMDS SIMILAB TO "SCABY." 



BAMBOO amTB 

SHe IS A FOBMeB KMlCiHT WHO IS DISMISSNe 
AMD WOBKS /IT HeB OWM FACe. SHe IS MABBieO 
BUT HAS DeaoeD to oeoicATe htb uee to 
BAMBOO SPLITTIMC,. 

SHe IS FB/eMDS wrw we dobmftoby House- 
MoweB, AMD weYQo TO TeA Toc,eweB. 

WHeMeVeB umk TBies to tak to htb 
HUSBAMD, He ALWAYS MISSeS HIM BY MeBe 
MoMeMTS, AMD He isMT suBe WHAT He Looks 
L l<e OB WHAT KlMD OF FFBSOM He IS 

(hiMts cam Be FouMD HeBe AMD weBe, so 
iM we FiMAL STACie, eVeM wiwout ALL we 
Fieces SHALL we HAYe rr so we FLAYeB Qers 
A BOUC,H lOeA THAT He IS A SUBFBISlMC,LY 
weLL-KMowM cHABAcreB?) 

soMeriMes sne coMFuses liMk fob bamboo 
AMD TAKeS A SLiCe AT HIM. 

(SHeLL SAY, "You ABe we SAMe COLOB AS 
BAMBOO. ITS COMFUSIMC,.") 



BAMBOO ^ 

He TeMDS TO FIMD eYeBCWiMC, A BOWeB AMD 
IS A QeMeBALLY LAZY FeBSoM. He IS A FOBMeB 
KMIQHT AMD THe QBAMDSOM OF we DOBMITOBY 
HouseMoweB. his mabtial abts studks allow 
HIM TO eXFeBTLY HAMDLe HIS SFeAB. BeiMC, A 
KMIQHT M//IS A FAlM, so WATS WHY He &UtT. WHeM 
He DoesMTFeeL UKeDoiMc, bamboo-sfuttiMc, 
WOBK, HeDoeSMT. 




Peaterfinal version 





HfOOFhi QHOFKeepefl 


An artistic rendering of a valley in 
the legendary floating islands. The 
islands are reminiscent ofmountains^ 
standing at different altitudes. At the 
top; the bird of legends^ which many 
seek as they set out upon their ascent. 
(Concept image.) 


Fun Fun Island^s Dodoh final version 


Roulette 
man idea 


Because of his 
weight gain, the 
chain maii he wore 
as a knight doesn’t 
fit right anymore. 


People of the 
Sky Islands 


Beedle final version 


Peater’s sword 


Bamboo Cutter Knight 

Setting: Item Check keeper’s father (former pop idol) 

He is the kind of father that would do anything for his daughter. 
He was an excellent student at the Knight Academy who had 
strength, heart, and a fine physique. After the Knight Academy, 
he decided, “I will make my way as a pop idol”... but that was 
seventeen years ago. 

Since retiring as an idol, he has gained considerable 
weight. In order to lose weight, he picked up his old 
sword and started swinging again. 


He is always glaring. 
Photos of wife 






















































Pumpkin 


vte pf^my FA^ OF 

TH€ LiffAPi PUfAPKIhl 


COLOP. WtFfAF Z 


Pumpkin Landing 


Pumm final version 


we "pvMPKif^ sohic,’ 
ffewpow 


LuMFY PuMPKfhl oWhieP Z 


Kina final version 


Hr ios/rs sihiQihic, AhJo 
PUMPKH^S. 

Hr fs ttmusNr. 


cAir)f^ SHAPro 


iVI^FY PVAAPKfM OWt^FP 3 

Trti5 Horr 
. <oH6o»ICtW£ 
k ^ 3T f 


He IS Amy's iH 
THe KfTOieht weAHihXi 

o\/ehJ qLo\les. 


LrAF QHAPrv 


He UKes cooKHiq aHd 
fVMPKiHS, WHICH IS WHY 
He ope^ieo we hah. 


/.ooc AT THIS. 
Tr'S 


He HAS A setisrrNe Totic,ve aHo 
CA hJreATFOOD WATS TOO HOT. 


HfS SNC,NC,’g 

ppmyqooo. 


HOT/Hcrr/HOT/ 

j tWodMTT XM / 


AFTeH HIS 
OAvqHTVeH. AHD 
PVfAPKiHS, HIS 
hiexT FAYoPire 
THIhJCi IS HIS 
CHAHoeuep. 


THr BACK 
fS POOFY 




olDrp. KrqvLAP cusToMrp 

He’s AhJ oU> AcavAiHTAHee of we 
oWHep aHd LoYes we iviAPY pviapkiH’s 
oWhJep’s oAvqmep as if sHe wene his 
oWH qPAHDOAvqmep. to Keep Hep 
FPofA eeiiYq HAPASseo eY uHoesiPAeies, 
He SITS oH oHe eiYo of we sap AHd 
K eeps A WATCHFUL eYe. 


He oHlY seeMS LiKe 
A qPAFlDFAWeP WHeiY 

He's apouHd we 
oWHep’s OAuqmep. 


HtLUxao/’ 

K HfSal 


Ringers are tiny animals that gather 
around Link if he skydives from a high 
altitude above Pumpkin Landing. 


PUMPKfhl LAhlOfhKi CUQTOMeP 1 

oLOFP PequLAP cuQToMep 
MAPKPATTePhi^ 


WHrhJrVrp. nr coMrs to THr 
BAP Hr MuMBLrs TO HfMSrLF. 

Hr fS THr HUSBAhiD OF THr 
ooPMrroPY HousrMoTHrp. 


Rusta final version 


•>. QAMr SYMBOL 
AS THr oAlr oM 
THr DOPMrroPY 
HovsrMOTHrp’s 
APPOM 


Lumpy pumpkN cusToMrp 1 
oLPrp pJrquLAP cusToMrp f 

He HAS A CHeepFvl pePsohJAlriY aHd 
IS A WAHoepep poppiHq iiY Hepe 
aHd wepe apoviYd THe islaHds. 

He LoYes TO CHAT. 

He HAS TAKeiY A liKiHq TO we 
IvMPY PVfAPKIlY AiYD shows VP 
ATleASTOHceADAY. 
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Keetfinal version 






Lumpy puMPKfM cusToMep. 

AMP A PAM Of KfMA'£ 

Tf^YeteP-. HfCHAMCfP upoM 
PuMPKfhl LAMPfhlq oMe PAY AMP 
FeLL fM LoYe wmt KfMA meM He 
FtP-£TLAtP €Ye£ OM HfP^. £tMce 
THfM He HA£ BecoMe A f^equLAP- 
cu£T 0 Mep, amp £ef^eMAPe£ Hep. 
PAfLY. (Ht£ A LAJe BLooMep, WHICH 
f£ WHY He CAMt APTICULATe Hf£ 
feeUMq£ PipeatY. £Hepoe£Mr 
MoTice HIM,) 

Hl£ £OMCi l£ THe LuMPY PUMPKiMt 
BACKqPOUMP MU£IC. 


Customer 2 




This is where he does his writing. 


He is a shy poet and caiiigrapher. 

He is unabie to iook Kina in the eye or speak 
to her, so he writes poems to her daiiy. 

The poems are on a variety of topics and 
include absurd stories and mundane ones 
based on the pumpkins he orders. He’s too 
shy to write about iove. 


He has no probiem taiking to the owner or other customers. 


Since the theme of this game is the sky, the main 
featured animal is the bird. We decided not to have 
ground animals like cows appear. Because of that, 
pumpkin soup isn’t made with milk. Pumpkins 
are a staple of the diet of the people who live in the 
sky and they all love it. Kina, the face of the Lumpy 
Pumpkin, has become an idol of sorts. She has some 
very surprising fans ... and it seems like some fans 
would like to keep their fandom secret. 

—Iwamoto, producer / Hirono, designer 




LCr 


LuMPi PUMPKIt4 euSTomu 2. 
KtiJA’S FAhJ J 

A BUPPiMq APJI£T, Hl£ PPeAM l£ TO HAYe Hl£ 
OWM oMe-MAM APT QALLePY £HOW. IM OPPep 
TO BUILP UP Hl£ BOPY OF WOPK, He OUTM 
U£e£ kiMA A£ a MopeL He i£ THe YouMqe£T 
BPOTHep OF £TUPeMT A. 


HeWOP<£HAPP 
^ OM Hl£ APJWOPK. 


He £peMP£ 
. ALL PAY 
£KeTCHiMq. 


CU£TOM€P^ 

A hard-working student. He is very focused on 
studying for his exams. He is not weaithy, but he 
returns his parents’ financial help by studying 
extra hard. One day he rewarded himseif for a 
high score on a test by stopping into Pumpkin 
Landing for a bowl of soup, which is when he 
first iaid eyes on the owner’s daughter. 

He uses his modest earnings from his part-time 
job to eat at the Lumpy Pumpkin. He is a nice 
guy who never forgets to bring a bouquet 
of fiowers. He is thrifty and good at digging 
up funds. 

He is a young man who values family. He cares 
very much for his baby brother. 



XP Ot!LY i 
Te Tauffb 

X 


Milk Bar (unused) 



BULL HOPM£ 


WHeMA 
cu£T 0 Mep 
coMe£ iM, 
He £HA<e£ 
HI£BOPYTO 
PiMq THe 
COWBeLL 


MHx BAP peopLe 



£MOOTH 

£KIM 


MAMA 

(FeMALe 

oWMep) 


MILK Borne 
^ CPOWM 


COWBeLL 



A farm’s delivery boy 

The owner orders only the choicest milk. This is the 
person who delivers that famous milk. In the beginning 
the delivery boy thought that delivering milk was a hassle, 
but since meeting the owner’s daughter, he is much 
more enthusiastic. Since then, his customer service has 
improved markedly. He comes by in his off time to have 
soup, so the owner sees him as his own milk cow. 

He loves his pet weasel. It was a gift from his 
deceased mother. The weasel is always with him. 


The weasel stays in his hood, and pops 
his face out when he is hungry. He’s a 
greedy little guy. 

If you talk to him from the front, 
you speak to the boy. If you talk 
to him from the back, you speak 
to the weasel. 


K O 


f|fK£ 


BOTUes 


He fS USUALLY 


CejTHiC, fOOO 


fAHx some 


SYMBOL 




cure 








CU£TOMef^ Z, J 


. ^ 
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Levias final version 







Inside the 
Thunderhead 


Levias (when possessed) final version 
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Ocular Parasite Bilocyte final version 

The original concept was "A boss fight while riding a Loft wing!” After 
Link fights Bilocyte while riding the Loft wing, we decided that during 
the second part of the fight, Link would get offhis bird and do the dirty 
work with his sword. 

—Fujibayashi, director 

Skytailfinal version 


B) Dugong type 

Tentacles come out of gelatinous 
lumps on the surface of the body. 


A) Catfish type 

The parasite’s tentacles seem to 
emerge from lumps all over the body. 


SPIRITS WITH LARGE BODIES 


Throughout the titles, spirit creatures like Levias appear many times. 
Many creatures, like Lord Jabu-Jabu in Ocarina of Time, are based 
on sea animals. 


Jahunfrom Wind Waker 


Only the shell edge attached 


Alternate shell configuration 


C) Tortoise + fish type 

Tentacles grow out of tattoolike, patterned 
marks on the body. 


D) Sperm whale type 

Tentacles seem to come from calcified circular growths 
or holes on the skin. (Could they be giant barnacles?) 


Goat eyes 
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The Sealed Grounds 


This is where Link lands when he first arrives from the sky. 
An evil being slumbers here. It is also where the goddess slept 
for thousands of years under the protection of the Sheikah. 




A part of the Sealed Temple that is 
still on the Surface. Because there is 
higher humidity here, there is more 
moss on this temple than on its 
counterpart on the island in the sky. 


An image with the large pillars (large hole side) 




I'tfettTATive' 


The ceiling is a brighter blue 
than the roof. The goddess’s mark 
appears on the ceiling and draws 
a connection with the Statue of the 
Goddess on the island in the sky. 




TAP 


Exit from the temple to a shortcut 
that leads into Faron Woods. 


This design is the same as the temple side 
facing Faron Woods. There is a log that can 
be used to make a shortcut right outside 
of the exit. 


This is the first place the player 
lands on the Surface, so we con¬ 
sciously made it dark to really 
contrast it with the sky and make 
it a mysterious place. We kept sev¬ 
eral key elements of the game in 
mind when designing the Sealed 
Grounds—namely, the goddess s 
harp and the birds. 

—Kobayashi, designer 





■#- 

THE SEALED GROUNDS AND SACRED PLACES 

This sacred place has a unique atmosphere. It is rich in vegetation and wildlife. Warm beams of sunlight 
bathe the area. The Sealed Grounds probably have no direct connection to other titles, but it s hard not 


Gate of Time A idea sketches (2011/01/08) 


• Proposal A 

• Proposal B 

• Proposal C 

This one gives a powerful image of 

Looks like a door or a portal 

Light leaks out from 

the block assembly. 

(perhaps to make them think that 

It will open just like this). 

the Inside. 


ogr/i. 


To islands in the sky 


Remains on the Surface 


Side view 
(before the split) 

T 


Sealed Temple (before the split) 


Exit to Faron Woods. 
Unlike the arch side, 
this is rectangular. 


Four Swords Adventures 


to be reminded of similar places, where items like the Master Sword are found. 
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Black stains appear 
on the ground. 


MfeiOT/fe- 

a£,gp^6 


I want a dark shadow to rise 
from the magic square and 
bubbles to float out. 





As we were thinking about how we wanted the 
game play to work with the Imprisoned, we 
knew the player must be conscious of where the 
enemy was at all times, so we designed the large 
corkscrew-shaped hole. It aligns with the bottom 
of the Isle of the Goddess. As we were planning, 
we also kept in mind that this land is a sacred but 
dangerous place where an unspeakable evil was 
sealed and watched over by the Sheikah. 

—Fujibayashi, director / Kobayashi, designer 










Confinement gates. 

These gates block the bosses. 

They are destroyed by the 
big boss. Their shape comes 
from torii gates, and we plan 
on having several along the 
lowest-level path. 


O7IS. 


Bomb shelf. 

Bomb shelf. The place where the 
bombs appear should be easy to 
spot, even from far away. 




Ocarina of Time 3D 


Oracle of Ages 


THE THREE CRESTS 

Carved on the stake in the head of the Imprisoned are the crests of Farore and the other two 
goddesses. They are modeled on crests that appeared in earlier games. These crests are also 
associated with the sages and different races, and appear in other games as well as this one. 




Generalmtiaslshallow 


canvin^WtieriTqlowingRthe 




TljIDIIimKGflllilDQin® 




'^ 16^5 C^C^. 




Full view. 

Evidence of human presence can be seen 
throughout, especially around the magic square. 
We placed grass and stonework around the path 
to make it easy to see how the land is shaped and 
where the player is located. 


Magic square. 

There are torches at each corner. 
The image at right shows what is 
between the torches. 




Image drawn on the wall at the lowest level. Monochrome. 


Cross section view. 

The wall color changes at each level. 
Layers are also differentiated by 
different fossils found in them. 


X-' 


C 
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FaronWoods 

The Great Tree stands in the center of a 
vast forest, and a variety of living things come here 
to ask for its blessing. The forest is home to the Kikwi, 
and the Parella live in Lake Floria to the south. 


Faron Woods official visual 






Faron Woods was designed using a painterly style, because 
we were trying to make a forest world that looked like 
something out of an illustrated storybook. Since the forest 
is the first area the player will visit, we tried to make it 
bright and easy to navigate. To keep people from getting 
bored, we packed the area with tons of fun things so the 
players stay engaged. 


—Nishibe, designer 






























Great 

Tree 
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Lake Floria 



Lake Floria official visual 


Lake Floria is the first underwater stage, but it is a little 
small. We wanted an area where the player could have 
fun swimming around for hours and decided on an 
underwater forest. After struggling with the concept, we 
chose to go with someplace the player had been before, so 
we flooded Faron Woods to make a massive area for the 
player to swim around in. 

—Fujibayashi, director 



Faron the 
Water Dragon 

One of the three dragons assigned to protect the Surface for the goddess Farore, 
Faron has a gruff personality. She flooded the forest to cleanse it of the demons. 
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Ancient Cistern 



KOLOKTOS 

A guardian who protects the Ancient Cistern. While he appears to be an incredible 
marvel of ancient art, inside he brims with dark energy which brings him to life. 
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In Skyward Sword, the Gorons act as Link s 
guides. Their curiosity has led them to explore 
the surface world, and that explains their being 
located all over it. We originally planned to go 
with a more primitive design, but as there are 
many new species in this game, we decided to 
go with a more familiar look. 

—Hirono, designer / Kobayashi, designer 


The Gorons 

Gortram final version 





CiOfiOhi 



CfOfHLLA-U<e 


FossiLiz-ei) qoitoiJ 


(S> 





















































The Kikwi 



STAhiDAf^ 


Ffi.€gH spfiotrrs 


omo oi/T 


# 


fioum esfAPe 


pomfpihie + CHIA prr 


They are gentle and have easygoing person¬ 
alities. When asked, Fi will reveal a variety 
of information about each individual. When 
the opportunity arises, ask her about them. 

—Hirono, designer 


Yerhalfinal design 



Forest people foursome 


Forest 
person 3 


(g) 



Forest 
person 2 




The forest person at 
the top of a tree 


Forest person on 
the overlook near 
the waterfall 


The first forest person 
the player meets 




The leaves 
become his 
mustache. 


Side view 


T 

"T Is thick. 
Eyeballs are not thick. 


Forest 
person 4 




Crawling forest person 




Machi / Oolo / Lopsa / Erla 
final designs 


Bucha final design 



pefigohi 

Looks Ukf 
A (ifPAFFe 
MfKFD wrrff A 
fAiTHOLoqiCAL 
KffHhJ. HAS A 
Lohiq f4FCK 

IS AhJ HFPSNOPJE. 
(SPeaFIfALLY 
MF^lTIOhlS FATfl^O 
LFAYes, UKF A 
QIPAFFF.) 



eLoen 


FYFKYOhiF nSF 
HAS iohiq hiecKS, 
so A SHOPThiFCK 
ALLOWS HIM TO 
hayf a MOI^OPOLY 
OhI OPASS AhlO 
PLAINTS CLOSFK 
TO THF qiiOUhJD. 

HF IS THF 
OLDEST MFMBFK 
OF THE YlLLACfE, 
WHICH MAKES 
HIM THE ElDEK. 
HE IS SMAU. 






€U>€f^ 


Looks like 
A LIOM MIKED 
WITH A Hi/MAM. 




DESIGN PLANS FOR 
FOREST CREATURES 

The Kikwi beat out the other designs and were 
eventually established as the forest creatures 
because they adhered to the idea that we set 
out with, which was that of creatures that took 
the form of and appeared in the guise of grass 
or other plants. Also, their innocent facial 
expressions embody the spirit of the forest. 



THtS ts THe SOUfite 
OF SOUhJOQ OF CifiA££ 
KU£TUhJ(i Al^O £TFPPthJ(i 
OhJ FALLPhJ LFA^F£ AhJO 
£Ttt<£. WHFtJ orJe 
LOOK£ FOP THF £OUP(F 
OF THF £OVlJO, WFY 
FthJO fiOTHtfiC,. 


























































A om/Nc, OF 
A jtllyfish, 
com^Fo \fl/rTH 
mmhtTs OF 
A Of^FSS. 


mo Am . 

fZAO(ATF£ 

imr. 


mC^F OF A 
SFASHFLi COmNFO 
\fl/rrH Ahi otTopus. 


The Parella 


The sketches started with images of small fish laughing, darting about, and having fun. 
We decided on the design of the standard Parella with what looks like small pieces of 
coral on its head. The leader of the Parella who guides Link has a larger coral on her 
head, which she uses as a key to unlock a door. 

—Kaneko, designer 





THE PHANTOM ZORA 

We originally planned to have a race that 
closely resembled the Zora, but we were 
told to design a more primitive race, and 
the idea was rejected. 



























Eldin Volcano 

It is an area of active eruptions, and over half the land 
is covered in lava. That's the reason that there are many fire- 
tinged monsters living there. The Mogma, who are excellent 
diggers and move underground, also live there. 


We wanted to allow the player to have fun with 
differences in elevation, so we immediately 
decided to add mountains. In the primitive 
volcanic belt lie ruins that have slowly lost the 
battle with time and have the reputation of being 
infested with Bokoblin monsters. The dungeon 
design was based off Southeast Asian architecture 
and coloring, which is why you see extensive use 
of vibrant, primary colors. 

—Fujibayashi, director / Shirai, designer 




Eldin Volcano official visual 


ELDIN THE FIRE DRAGON 

One of the three dragons, he is the protector of 
Eldin Province. He lives a secluded and hermetic 
life at the top of the volcano. 



tiOT COtitiCCTCO 




SKfflT 


FLArrehJcD ovr 


FOOT Looks Ukf 
A CAHhiNOKOVS 
DthJOSAVK’S 


MA(iMA fS 
FLoWfhlCi 


FOOT 


FVes dose 
LfKFA HUMAf^’S 


srrnhic, 

cuoss- 

icqciFO 
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Earth Temple 



Earth Temple official visual 





Fire Sanctuary official visual 

Fire 

Sanctuary 
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Ohi BhCK 


Guld final version 


Bronzi final version 




pofzmAN 

POTS 


WALKS W(TH 


co^iFfoe^ire 




Silva final version 


Plats final version 


The Mogmas 


We wanted the Mogmas to be a race of burrowers. Despite being 
tenacious treasure hunters, they are surprisingly timid. They actually 
have a very developed culture. In the initial designs, they looked a 
bit more human, (laughs) 

—Hirono, designer 


HE Keeps THe sAFe 
iOCKeO TmTBUTOOeS hlOT 
KhlOW WHAT fS fhlsfoe. 

(He eeue\ies ms A c^pjeAT TPeAsupe.) 


fpeA£ FOP- THE 
W\oqw\A Lfaofp 


oMAMoPf pporecrNe chapla 


THeiP^hic, 

THe Beit 

(FTHeY 

QeriosT 

v^ioep- 

CfPOUhJD 



AlSft^lO \l€PSIOhi 


AhiVSOPTOF 
rrefA cAhi Be 
peTPie\/eD 
FPoM fhlsfoe 
THe SAFK 


Feme 


SI 













































Lanayru Desert 


A widespread, arid area. Long ago it was lush with greenery, 
hut several hundred years ago, it began a sudden transition 
into desertification. Before it was a desert, ancient robots were 
used here to mine a powerful ore known as Timeshift Stone. 

Lanayru Desert official visual 






We were thinking about creating an area that drastically 
transformed from one landscape to another and thought, 
"What would be a fitting landscape to show a dramatic 
change?” We decided on a desert that used to have plant life 
and a great sea. In the Lanayru Sand Sea area, the dungeon 
has fairy-tale qualities, so we decided to make the dungeon 
a ship that floats over the desert. We also wante4 it to be 
mobile, which is another reason that we decided on a ship. 

—Fujibayashi, director / Shimizu, designer 




























Pedestal Pertable Ore 

Present 

Pedestal Portable Ore 

r Currently 

Pattern appears when cut. 

0 ^ 

Ink 

■ . Popular now. 

<? 74 » ffh 

A® ^ 

Past A Popular now. 

/ > /\ No pattern. 1^. v 

v<: - ivi 

When the ore is dim. 


stone statue designs 




Timeshift Stone designs 

With the activation of the Timeshift Stones, 
this area transitions between the present and 
the past, and we were tasked with using this 
theme in a desert. First, we thought about how 
the game play would work with this time change, 
and from there, how that change could keep the 
game interesting without sacrificing game play. 

—Shimizu, designer 




-#- 

THE POWER TO CONTROL TIME 

With this talk of controlling time, one can t help but think of Ocarina of 
Time. The ocarina is the same color as the Timeshift Stones. Could they be 
made of the same material? 





S3 







































































Lanayru Mining Facility official visual 




Mining Faciiity image 


THE THOUSAND-YEAR 
ARACH A MOLDARACH 

A monster that inhabits the inner depths of the 
mining facility. It is said that when an Aracha lives 
for a thousand years^ it becomes a Moldarach. 


Lanayru 
Mining Facility 
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Ancient Harbor 




Skipper’s Retreat 


Shipyard 
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Pirate 

Stronghold 


Sandship 




TENTALUS 

The boss fight on the Sandship. Tentalus is a giant 
octopus monster^ designed with tentacle hair that s 


hard not to notice. 
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LiqHThiihiq 

€fF€a 


mfAVhiq 

A Bivm muF 

(FUCKFBthiq) 


€Ye£ CLOQFO 


BFABO AhiO CtOVO AB.€A^ 
ABJE POLYqOhlS, A^IP APPeAB 
TO BF QPflFAO OUT. 


WrrHOUT BFABP. 
AifA0SJTHFFt4TIB~F 
FACT f£ HIOOFbi. 


£CAiF£ Af^F hiOT CLFAB. 


THUNDER DRAGON LANAYRU 





One of the three dragons^ he is the protector of Lanayru Desert. He 
looks forward to someone finding him and accepting his challenge. 


Before transition fin the desert) 

• Arms and wheel are in pieces 

• Head area is broken 


From above 
(Is the white 
area odd?) 


Q: Should the 
eyes sparkle? 


Ancient 

Robot 


We wanted to create a robot but did not want 
it to come across as cold and lifeless, so we 
decided to make it look more like a clay figurine. 
Afl:er we had the general direction, everything 
else came together rather quickly. 

—Hirono, designer 


I \ 


Ancient Robot 
final design 


^ Ordinarily 
has no nails 

Only those that dig would have 
these nails. 


Arms are 
connected to 
body by some 
mysterious \ 
energy 


*(need 

effects) 
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Silent Realm 


The Silent Realm is a spiritual realm. Only those 
who have been chosen by the goddess are allowed to enter, 
In order to complete the Master Sword, Link must 
brave hitherto-unknown challenges in a mysterious 
world that remains closed to outsiders. ^ 


'Mask parts float independently of each other. 


Guardian final version 


Same robe as the Watchers 


*Material is the same as 
the Guardians’ robes. 


Black areas are grooves, lower than 
the white metallic areas. 


Watcher final version 


Size comparison 


Stem grows in 
a loose spiral 


Spirit Vessel final version 


The Guardians were designed to be the guardians of the goddess, so their clothes 
are covered with designs that reference the Triforce. While we wanted them to 
be scary, they are not evil, and so we decided to give them neutral expressions. 

—Kiuchi, designer 



^- 

SILENT REALM AND TWILIGHT 

Collecting the glowing Sacred Tears in the Silent Realm harks back to 
Twilight Princess, where the Tears of Light are assembled within the Vessel 
of Light in order to resurrect the spirits within. 
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Monsters That 
Haunt the Surface 


Not all residents of the Surface are friendly. Some 
are the subordinates of the demon kings from ancient wars 
Since the demise of the demon kings^ their numbers have 
multiplied^ and now they are destroying the Surface. 


Fire Keese final version 


Dark Keese final version 


Thunder Keese final version 


Threats of 

THE Sky 


Hrok final version 


Furnix final version 


Furnix design 
Four-wing type 

A gorgeous bird that iooks iike it came from paradise. 


Whip hooks onto the 
taii feather here. 


The dark coiors make it iook iike a crow, so to distinguish 
it, we gave it the shape of a cormorant. 


Guay final version 








































Dark 

Vanguard 


Red Bokohlin 
final version 


Hm 


Hm 


HOf^ 


Blue Bokohlin final version 




Their initial designs looked pretty cute, but we 
realized that if they looked too cute, it took the fun 
out of attacking them. So, in order to make them 
look scarier, we sharpened their teeth and made 
their eyes smaller and narrower. Once we had the 
design for the first Bokohlin, the other types were 
developed from there. They are important players 
in many different places. 

—Kiuchi, designer 


Green Bokohlin final version 


Technohlin final version 


Cursed Bokohlin final version 































AeOifTTHE 

HnMrr 


A penFeer FIT. 

HAYBF eVf/y/ TOO vqHT. 


(TeUPOHAFY 
PFFFPFhiCF fAODFL) 


we BAFK OF we StAPF t£ 
WAPeoUKeAwiAi^CfLe. 

CLOTH TeKTUPe/ 
APmAtiO S/IMf A£ A 
\ BOKOBUlJ APCHep’Q 


MOSUhi Ff^OM 
THF BACK 


Mohlin final version 


we BeiTeo apjea t& Fthie Ai^o 
SHOULD Look silAiLAp to we 
WoooeiJ sHteLD HloBUrJ. 

(PATTePhI OlJ PASITS IS THe SAlAe.) 


FPOIslT\/teW 


ABOiTTwe smu> 


peAP WfM/ 


CLOW^l 


we HAlJDLe tS A^l fpoisl POD ATTACHeD A/FW SCPJEi\lS. 


The Lizalfos carries his shield on 
his arm. We wanted to keep in mind 
which direction he’s facing when 
he strikes with his armored arm so 
that the player can attack from the 
opposite direction. For variety, we 
made left- and right-handed versions. 

—Kawanishi, designer 


Dark Lizalfos final version 


Lizalfos final version 


EVOLUTION OF THE MOBLIN AND THE BOKOBLIN 

The Bokoblin and the Moblin are familiar enemies who have appeared in other Zelda 
games. Their appearance and the weapons they carry have evolved, but regardless 
of the timeline, they never stop attacking Link. 


Ocarina 
of Time 
Mohlin 


WindWaker 

Bokoblin 
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functional. 


In order to show the Spume getting ready to spit magma, we 
thought it would be funny to make its body inflate, so we designed 
it with a froglike appearance. 

—Kawanishi, designer 


Except for the underside of the abdomen, the body is 
covered in a hard, beetieiike exoskeieton that cannot be 
broken by swords. 

The weak spot in the abdomen is jeiiyiike and giows iike 
an energy core. 


Deku Baha final design 


Skulltula 


Spume final design 


Octorok final design 


TAKes A oeep smiH 


'’THPSe 
£HOT£!! ^ 


Life Lurking 

ACROSS THE LaND 


When designing the Deku Baba, we kept in mind the player s 
ability to make both vertical and horizontal attacks in this game 
and incorporated that into the design to make fighting them more 
fun. We think that s one of the reasons Mr. Miyamoto liked it. 
When designing monsters, I think it is best to keep it simple and 


Skullwalltula final design 



Ocarina of Time 


THE HIGHLY ADAPTABLE OCTOROK 

Throughout the series the Octoroks haven't changed much. In Skyward Sword the versa¬ 
tile Octoroks imitate plants, but in Ocarina of Time they are found in watery locations. 
This adaptability might answer the question of how they have been around for so long... 
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m TOO MAhlY LthlTS thl THT CThlTTH £PlftAL 
mKT TttTM UhiT UP V/tTH THT OUTStDT Am. 


Pyrup final version 


Pyrup Design 


Like a mudskipper 

When it is out of the water, it can move quickiy by jumping around. 

if it goes into its sheii, then it moves around siowiy by making smaiier ieaps. 


SPOTS SPmO OUTFPOM THT CTt^TTP. UslTS 
OF FACH Um, THF FtC^UPT DFPTH. 


Sheii type A (side opening) 


Ampilus final version 


Sheii type B (top opening 
+ side opening) 




Froak final version 


Cranioc (Faron Woods fiooded level) final version 


Moldorm final version 


ChuChu 


Cranioc final version 


With Zelda games, we usually start kicking around an idea for the 
monsters first and design based on that. The Ampilus is a unique 
example—the design came from the idea of a shell that could 
easily traverse the desert quicksand. 


The weak spot on Moldorm s rear end is modeled after a honey 
ant. The juice that sprays out from the weak spot when struck by a 
sword was based on an obsession of the effects designer s. (laughs) 

—Kawanishi, designer 


Aracha final version 


momotJAL 

POlYCfO/JS 
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As a Stalfos s physical stamina is depleted, he 
loses rib bones, until all that is left is his spine. 


The Dead 
Warriors 


Scervo is an ancient pirate robot. We paid close 
attention in creating him to make sure this 
wasn’t too confusing or distracting. There is 
an alternate version of Scervo named Dread- 
fuse, where his pirate hat is simply switched 
with a crown. 

—Kawanishi, designer 


It has four arms, which i 
used for protection 


Equipped with swords 


Size comparison 


Scervo final version 


Stalmasterfinal version 


Exterior of cape 


Whip grasps sword at the handle. 


Dreadfuse 


Ocarina of Time 

THE STALFOS’ TRANSFORMATION 

In Ocarina of Time, the Stalfos have simple armor, a sword and a shield, but in Wind Waker 
they each carry a giant club. Their equipment changes with each title. Perhaps they wield 
the preferred weapon of their time. ^ 


Wind Waker 
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Staldra final version 


Magical 
Beings 


Magmanos final 





Sentrohe final version 


Armos final version 


Beamos final version 


Model 1 Model 2 


Remnants 
OF AN Ancient 
Civilization 
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A special illustration created for the twenty-fifth anniversary. From the beginning to Skyward Sword, all the Links are here! 
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THE HISTORY 
OF HYRULE 


A Chronology 




A Chronology of Hyrule^ 
Land of the Gods 

The History of the Cycle of Rebirth and the Triforce 


... This is a telling of tales, passed 

ON THROUGH THE AGES BY HUMANS ... 

This is an introduction to the history of Hyrule, told chronologically, which weaves together the 
numerous Legend ofZelda stories. Is it a legend? Is it an accurate history of a cycle of rebirth? There 
is evidence that the story of The Legend of Zelda begins with Skyward Sword. Up to this point, 
the legends of Zelda have been surrounded by myth and mystery, but now, with the help of the 
following information, you will be able to discover for yourself the real history of Hyrule. 

BEFORE YOU DELVE ANY FURTHER 
INTO THIS CHAPTER, READ THIS. 


WEAVING HISTORY 

This chronicle merely collects information that is believed to be 
true at this time^ and there are many obscured and unanswered 
secrets that still lie within the tale. As the stories and storytellers 
of Hyrule change^ so^ too^ does its history. Hyrule s history is a 
continuously woven tapestry of events. Changes that seem incon¬ 
sequential; disregarded without even a shrug; could evolve at some 
point to hatch new legends and; perhapS; change this tapestry of 
history itself. 


AND THE HERO SHALL BE CALLED "LINK”... 

The heroes of these chronicles all share the name Link. These 
Links might have been the same person; a series of familial 
descendentS; or a number of heroes with different names entirely. 
The Links of certain eras may also have been named after the 
legendary hero. Hylian princesses bearing the name Zelda have 
also appeared throughout the history of Hyrule. It is likely that 
the name was handed down through the generations. 



STORIES NOT INCLUDED 
IN THE CHRONICLES 


The series contains a few spinoff games, such as Link's Crossbow 
Training, that have not been included in these chronicles. 




Link's 

Crossbow 

Training 


Unknown details 
between eras 


BS The Legend of Zelda 
















































THE LEGEND OF THE GODDESSES AND THE HERO (P. 70) 


A CHRONOLOGY OF THE 
HISTORY OF H YRULE 


Creation 


The Creation of the Land and Sky 


Era of the Goddess Hylia 
Sky Era 



Skyward Sword 

The Ancient Battle and the 
Reincarnation of the Goddess Hylia 

A Return to the Surface 


The chronology begins with the creation 
of heaven and earthy immediately 
followed by the events of Skyward Sword. 
It splits after Ocarina of Time, with one 
timeline depicting the events that follow 
Link s triumph over Ganon^ and the 
other his defeat. The section of the 
timeline where Link triumphs is further 
divided into two separate realities: the 
Child Era^ where Link returns to his 
original time^ and the Adult Era^ where 
the Hero of Time disappears and 
Ganondorf is free to return unopposed. 


Era of Chaos 
Era of Prosperity 
Force Era 


Era of the Hero of Time 

(Child Era/Adult Era) 


I- THE HERO IS DEFEATED 


The Sacred Realm Is Sealed 

The Establishment ofHyrule Kingdom 

The Minish Cap 
The Rise of the Evil Vaati 


Four Swords 

The Resurrection of Vaati 


Hyrulean Civil War 

Ocarina of Time 

The Sacred Realm Becomes the Dark World 
Ganondorf Becomes Demon King Ganon 




THE HERO IS TRIUMPHANT 


Child Era 


The Sacred Realm 
Remains Protected 


Adult Era 


Ganondorf Is Sealed 



<3 

<3 


The Imprisoning War 



A Link to the Past 
The Resurrection 
of Ganon 


Oracle of Ages 
and Oracle of 
Seasons 

The Resurrection * 
of Ganon 

g 

Link's S 

Awakening ^ 


The Monarchs ofHyrule Use the Triforce 

The Tragedy of Princess Zelda I 

The Legend 
ofZdda I 

The Resurrection ^ 
of Ganon ^ 


The Adventure 
of Link 

The Resurrection 
of Ganon Is 
Prevented 




Majora's Mask 


The Demon Thief, Ganondorf, 
Is Executed 


Twilight Princess 
The Shadow 
Invasion 









I 

<3 




Four Swords 
Adventures 


The Reincarnation — 
of Ganondorf 

rw-» 

The Resurrection ^ 
ofVaati 


H 
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Ganondorf Is Resurrected 
Hyrule Is Sealed and Then Flooded 


The Wind Waker 
Ganondorf Is 
Resurrected 


Phantom Hourglass 


New Continent Discovered 



A New Hyrule Kingdom Is Founded 



Spirit Tracks 
Demon KingMalladus 
Is Resurrected 













































































The Legend of 

AND THE Hero 


THE Goddesses 


This world was created by the three goddesses. They did not intend to unite the regions of 
this world but instead let the inhabitants have free rein of the land. In this world, the three 
goddesses left behind the omnipotent Triforce... 



The Creation 


THE WORLD CREATED BY THE GODDESSES 

This world was created by the three goddesses during a time of chaos. 
Din^ the goddess of power^ created the land. Nayru^ the goddess of 
wisdom^ created order. Farore^ the goddess of courage^ created the 
diverse inhabitants. 

Upon leaving the world; the goddesses left behind the Triforce: 
three golden triangles. It is said that any wish the possessor of the 
Triforce desires will come true ... 



The Triforce 


THE LEGACY OF THE GODS: THE TRIFORCE 

The golden goddesses departed from the world they created and left the 
Triforce in care of the goddess Hylia. It is unknown why the 
Triforce was left behind. 


• THE THREE GODDESSES 

Din, Nayru, and Farore each left a crest 
behind. Each of these symbols—the 
crests of power, wisdom, and courage— 
can be found in a location related to its 
respective goddess. 



Crest of Din 



Crest of Nayru 



Crest of Farore 


THE OMNIPOTENT TRIFORCE 

The Triforce grants wishes to those who touch it. Since the Triforce does not distinguish 
between good or evil, it allows both good and bad wishes. 

A strong heart, innate ability, and a balance of the three virtues (power, wisdom, 
and courage) are required to be granted a wish. If one who does not possess the balance 
of the three virtues touches the Triforce, its three pieces split apart. The finder is left 
with the piece that personifies what he or she values most. The other two pieces will 
appear on the hands of two individuals, chosen by the will of the goddess. One must 
reunite the three pieces in order to obtain true power. 



The three goddesses and the statue of the Triforce 
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The Ancient Battle 


THE GODDESS HYLIA AND THE ANCIENT BATTLE 

During the era of the goddess Hylia^ many demons arose in pursuit of 
the Triforce. The leader^ Demise^ the Demon King; tried to take over 
the world with his evil powers. 

After a battle against the demonic forces^ Hylia gathered the humans 
who had survived; along with the Triforce; onto a plot of land and sent it 
into the sky. She positioned a heavy barrier of clouds between the island 
in the sky and the land below to protect the humans and the Triforce. 

The goddess and the remaining tribes on the Surface battled for their 
lives against Demise. They were victorious; and they sealed him away. 


The Demon King Demise 


The goddess Hylia and the Surface tribes 


SEALED IN THE LAND 
OF THE GODDESS 

The land was saved; but the seal that 
kept the Demon King imprisoned 
was weak. In an attempt to destroy 
Demise; the goddess Hylia tried to use 
the power of the Triforce. However; a 
goddess cannot wield its power. ThuS; 
the goddess Hylia decided to renounce 
her divinity and be reborn as a human. 

With Hylia's passing; Impa of the 
Sheikah tribe was entrusted with 
watching over the sealed prison of the 
Demon King until she returned. 


• DEMISE 

It is said that Demise; the most evil of 
all evil; who commands enough power 
to destroy the world; appears in each era 
and looks different to each person who 
sees him. His ultimate goal is to obtain 
the Triforce and take over the land with 
his demonic minions. 


• THE SURFACE TRIBES 

Nonhuman tribeS; such as the stone¬ 
eating Goron. 

• THE CLOUD BARRIER 

The thick; vast expanse of clouds placed 
between the sky and the land, sealing 
them away from each other. No one is 
allowed to pass from one place to the 
other. ' 


Impa 


THE LAND OF HYLIA 

The center of the world; where the Temple 
of Hylia was built. This is where the god¬ 
dess Hylia gathered the surviving humans 
onto a plot of land and sent them into the 
sky. It is here; alsO; where the Demon King 
was sealed away; which is why the land 
became known as the Sealed Grounds and 
the Temple of Hylia as the Sealed Temple. 


The Temple of Hylia 


The Sealed Grounds 


• THE SHEIKAH TRIBE 

One of the tribes that serve the goddess 
Hylia. They are blithe individuals chosen 
by the goddess to watch over the sealed 
Demon King. This role is passed on from 
one generation to the next. 
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SKYLOFT AND THE LEGEND OF THE GODDESS 

The plot of land Hylia sent into the sky became known as the Isle of the 
Goddess. 

The islands in the sky where the surviving humans dwell became 
^ known as Skyloft. There the humans lived with guardian birds^ known 
as LoftwingS; given to them by Hylia. 

Only a few individuals on the Surface knew of the existence of the 
goddess and Skyloft. After a few thousand years^ their story was forgotten 
and became legend. 




Isle of the Goddess 


THE DEVELOPMENT 
OF SKYLOFT 

During the ancient battle^ the 
humans had no choice but to 
flee the Surface to survive. 
On Skyloft; they developed a 
militia and slowly built up 
their strength. 

Gaepora; the keeper of the 
legends that had been passed 
down through his family^ 
built the Knight Academy. 

Gaepora brought kendo 
training and Loftwing riding 
together and established the 
order of the knights. 


Skyloft 


Gaepora 


• ISLE OF THE GODDESS 

The area on the Surface where Hylia 
gathered the humanS; rent the earth; 
and sent them into the sky. Depictions 
of the Triforce and what would later be 
known as the Sage Medallions can be 
seen on the ceiling of the entrance to the 
temple. When the land was split from the 
Surface; half of the temple was as well; 
along with half of the depictions of the 
six medallions. 




Remains of the temple 



•SKYLOFT 

Skyloft is connected to the Isle of the 
Goddess by a bridge. It is a paradise with 
springlike weather year round. 


• THE LEGEND KEEPERS 

The keepers of the legends protect the 
secrecy of the ancient documents about 
the Surface and the Goddess Sword; 
which is located in the Statue of the 
Goddess. 


These characters date back to the 
time when the goddess Hylia 
was governing the land. They 
can be found on the pedestal of 
the Statue of the Goddess and on 
various buildings on the Surface. 
They are ancient and are now 
impossible to interpret. 



Characters on the 
Gate of Time 


V ^ ^ 
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THE GODDESS HYLIA S REINCARNATION 


• THE WING CEREMONY 


As the seal of Demise^ the Demon King^ began to weaken^ a human girl 
was born. That girl was named Zelda^ and she was the goddess Hylia 
reincarnated. 

Zelda grew up to be a beautiful 
woman who was chosen to play 
the role of the goddess for the 
Wing Ceremony at the Knight 
Academy. Skillfully handling his 
rare Crimson Loftwing^ Link 
was victorious in his year s Wing 
Ceremony and so won the honor 
of performing the ceremony of the 
goddess opposite Zelda. 



Statue of the Goddess 



Zelda 


The exam that allows students to 
academically advance in the Knight 
Academy. The one who rides their 
Loftwing skillfully enough to obtain 
the bird statuette before the others 
becomes the champion and advances to 
their senior year. 


• THE CEREMONY OF THE 
GODDESS 

The champion of the Wing Ceremony 
receives the gift of the Sailcloth from 
the individual playing the goddess. The 
Sailcloth is used at the end of the rituaf 
when the winner demonstrates their 
courage by leaping off a precipice and 
opening the cloth at the last moment to 
glide safely to the ground. The goddess 
role is played out just as it always has 
been since ancient times. This year, 
the twenty-fifth anniversary of the 
Knight Academy, the Sailcloth is given 
to the champion atop the Statue of the 
Goddess. 


DEMON LORD GHIRAHIM 


• DEMON LORD GHIRAHIM 


Around the same time, Demise 
sent his follower Ghirahim to the 
Surface, where Ghirahim gave 
himself the title of lord. Through 
secret plotting and scheming, he 
unleashed demon hordes on the 
land in an attempt to find the 
goddess and resurrect the Demon 
King Demise. 

Ghirahim finally found Zelda in 
the sky. He produced a tornado 
that penetrated the clouds and 
caused her to fall to the Surface. 






KNIGHT ACADEMY 

A school dedicated to training young students to become 
knights. The honor students become the Rescue Knights. Their 
duties include saving people who have fallen from the islands in 
the sky and patrolling at all hours upon a Loftwing. 

The students who pass the Wing Ceremony become seniors 
and are given uniforms. Each year the uniforms are a different 
color. In the twenty-fifth anniversary year, when Link becomes 
a senior, the uniforms are green. 



Senior uniform 

















SKY ERA 




§ 

i 

5/5 

§ 

I 

u 

c« 


THE SPIRIT GUIDE FI 
AND THE HERO 

Following the path of his des¬ 
tiny in the legend passed on to 
Gaepora^ Link was guided to 
the Goddess Sword enshrined 
within the Statue of the Goddess. 

In order to find Zelda^ Link 
was escorted by Fk the spirit of 
the sword; down to the land of 
legend. Link s quest began as he 
plunged through the clouds 
holding the Sailcloth given to 
him by Zelda ... 


A PILGRIMAGE OF 
SELF-DISCOVERY 



Link and the Goddess Sword 



After her fall from the heavens^ 
Zelda; now on the Surface; was 
rescued by an old woman. The 
old woman told Zelda that she 
was the reincarnation of Hylia 
and needed to cleanse herself in 
the temples of the sky and the 
earth. Understanding her destiny 
and clothed in the garments of 
the goddesS; Zelda set off for the 
Skyview and Earth springs. 

At the Earth Spring; Zelda was 
captured by Ghirahim s hench¬ 
men; the BokoblinS; but saved by 
Impa; of the Sheikah tribe; whose 
responsibility was to protect the 
reincarnated goddess. 


Zelda, just 
after the fall 




The old woman 


• THE GODDESS SWORD 

The sword kept inside the Statue of the 
GoddesS; within the Chamber of the 
Sword. The goddess Hylia left the sword 
and its spirit; Fi; to guide the Hero. The 
sword and its legend have always been 
protected by Gaepora s family. Legend 
has it that when evil returns to the land; 
the sword will begin to glow and can be 
drawn by the chosen hero. 


• GARMENTS OF THE GODDESS 

The same white dress that the goddess 
Hylia wore. It has been told that the harp 
also once belonged to the goddess. 



Zelda 


• THE OLD WOMAN 

She has been the protector of the Sealed 
Temple for thousands of years. She is 
actually the same Impa that saved Zelda; 
but of this era. 


— 

MAP OF THE SURFACE 

The Surface is divided into three regions. 
Each region is named after one of the dragonS; 
Faron; Eldin; and LanayrU; who protect the 
Sacred Flames. 

r A thick forest grows in the Faron region. 
The Eldin area is volcanic; and Lanayru is a 
desert; though it was previously a lush; green 
landscape. 


^■***** 
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ZELDAS RETURN TO THE PAST 

Zelda prayed at the two springs^ purifying herself and regaining her 
memories as the goddess Hylia. In order to strengthen the seal that 
imprisoned the Demon King Demise^ Zelda attempted to return to 
the ancient era from the Temple of Time in the desert. However^ 
Ghirahim found her. 

Link showed up just in time. He fought with Ghirahim^ protecting 
Zelda and Impa while they entered the Gate of Time. Upon enterings 
Impa destroyed the gate so that Ghirahim could not follow them to 
the ancient past. 



The Earth Spring The Temple of Time 


LINK BECOMES A TRUE HERO 

The other Gate of Time, located at the Sealed Temple, was broken. 

As the seal holding the Imprisoned began to break. Link and his 
comrade Groose held the monster back. All the while. Link continued 
with his task of tempering the Goddess Sword in the Sacred Flames of 
the Golden Goddesses. Imbued with the immense, sacred power of 
the Force, the Goddess Sword was transformed into the Master Sword. 
To reactivate the Gate of Time, Link pointed his sword skyward, 
charging it with energy and readying it for a Skyward Strike! 



Sword gaining the power The Gate of Time 

of a Sacred Flame 


A BRIEF ENCOUNTER 

After passing through the Gate of Time, Zelda and Impa arrived at the 
Sealed Grounds in the ancient past. Link, using the second gate, fol¬ 
lowed them there. Zelda told Link that in order to strengthen the seal 
imprisoning Demise, she must slumber in the Sealed Temple. 

The Surface became stable and Skyloft flourished. Thousands of 
years passed. 


Zelda falls asleep 



I 



• THE TWO SPRINGS 

When Zelda purifies her body in ^ 
Skyview Spring and Earth Spring, r 
dedicating her prayers to the Statue of f. 
the Goddess, her memory of being Hylia 
returns. 


Zelda praying 


• GROOSE 

A young man of Skyloft who comes 
down to the Surface looking for Zelda.- ^ 

•FORCE 

The sacred power the gods gave to the ^ 
world. It s the breath of life itself. 


• SKYWARD STRIKE 

The power collected by pointing the 
sword skyward. When the Goddess 
Sword becomes the Master Sword, 
its powers are enhanced and it emits a 
great light. V 
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THE DESTRUCTION OF DEMISE 

After returning to his own era^ Link found the legendary Triforce. 
He became worthy of its omnipotent power upon the completion of a 
number of trials, at which time he received the crest of the Triforce. He 
was granted his wish: the Statue of the Goddess returned to its former 
place in the Sealed Grounds, 
where it destroyed the Demon 
King Demise. 

After thousands of years of 
sleep, Zelda awoke. 

The Triforce 



THE RESURRECTION OF THE DEMON KING DEMISE 


• THE CREST OF THE TRIFORCE 

The proof of the complete power of the 
Triforce appears as marks on the back 
of the hand. The top triangle represents 
power, the bottom left represents 
wisdom, and the bottom right represents 
courage. Once the bearer of the three 
triangles attains a perfect balance of the 
attributes they represent, the true power 
of the Triforce is revealed. 



The crest of the Triforce 



A RETURN TO THE SURFACE 


Demise 


Ghirahim 


The enraged Ghirahim kidnapped Zelda and took her through the 
Gate of Time. After arriving in the past, Ghirahim performed the 
ritual to resurrect the Demon King Demise. Link followed, battling 
and defeating Ghirahim, but he was too late. Demise was reawakened! 
After an intense battle. Link defeated the demon. Upon his termination, 
the Demon King s hatred was absorbed and sealed in the Master Sword. 
The demons on the Surface no longer terrorized its inhabitants. 


• THE RITUAL 

To resurrect the Demon King, his loyal 
follower Ghirahim must sacrifice Zelda, 
releasing the goddess Hylia’s spirit. 
Ghirahim s true form is the evil spirit of 
Demise s sword. 


Zelda and the others returned to the present time. The atmosphere was 
peaceful and there was a feeling of a new beginning. Zelda resolved to 
live on the Surface and to protect the Triforce. 

However, the destruction of Demise was not the end of the battle. It 
was the beginning of a curse: a never-ending cycle of the reincarnation 
of the Demon King, whose hatred for those with the blood of the 
Goddess and the spirit of the Hero is everlasting. 


• FI AND IMPA 

Fi s role as Link s guide is complete. 
The Master Sword and its spirit, Fi, are 
returned to their resting place in the 
pedestal inside the Statue of the Goddess. 
Impa returns to the past and continues to 
look after the Master Sword and protect 
it from the curse. 
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The Seal of the Sacred Realm 






THE KINGDOM OF HYRULE 

Created by the Golden Goddesses and protected by the goddess 
Hylia^ the world eventually became known as Hyrule. The Hylians^ 
descendents of Hylia^ lived in Hyrule and possessed magical abilities. 
After years of peace^ a wave of chaos once again engulfed the land. 


THE BATTLE FOR THE SACRED REALM 



Door of Time 



The legend of a supreme power spread throughout the land; whetting the 
appetites of those who would possess the Triforce and inciting vicious 
battles between them. 

Rauru; the Sage of Light; constructed the Temple of Time; which 
contained the only existing entrance to the Sacred Realm; where the 
Triforce was located. With power stronger than both time and the 
Master Sword; Rauru sealed the Sacred Realm. The pedestal holding 
the Master Sword was closed behind the Door of Time; and the keys to 
opening the door (the Spiritual Stones of forest; fire; and water) were 
protected by their respective people. 

The Triforce was placed in 


the Temple of Light; located 
in the Sacred Realm; which 
was now isolated from Hyrule. 
Protecting the Triforce in the 
Temple of Light; Rauru became 
the guardian of the power of 
the gods. 


THE ESTABLISHMENT OF HYRULE KINGDOM 


The descendents of the goddess Hylia; who was reincarnated as Princess 
Zelda; established the kingdom of Hyrule and became Hyrule s royal 
family. In order to protect the Triforce; Hyrule Castle was built in the 
center of Hyrule; where the Temple of Time was located. The royal 
family watched over the Triforce; keeping its existence unknown to 
others. 

Many members of the royal family were born with special powers 
because of the lineage that connected them to the goddess. Princesses 
were repeatedly given the name Zelda; a name that came from the 
historical legends. 



• TEMPLE OF TIME 

The only entrance to the Sacred Realm s 
Temple of Light, the Temple of Time 
shares the same name as the temple in the 
Lanayru Desert of the Era of the Goddess 
Hylia. It is thought that Rauru built the 
Temple of Time directly over the ruins 
of the Sealed Temple. 


Temple of Time 


• CREST OF THE ROYAL FAMILY 

The goddess Hylia had a birdlike crest, 
and the people of Skyloft rode giant birds. 
The crest of the royal family incorporates 
the historically important bird, as well as 
the three triangles of the Triforce. 
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Crest of the goddess Hylia 



Crest of the kingdom of Hyrule 
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The Picori and the Light Force 


THE HERO OF MEN 

In the first major event to happen since the kingdom of Hyrule was 
established; the world was engulfed by evil beings and shrouded in 
darkness. It was then that a tiny Picori descended from the sky bringing 
a golden light and a sword. Using the sword; the Hero of Men sealed the 
evil beings away in the Bound Chest and brought peace to the world 
once again. 

The golden light was the Light Force. 


• THE LIGHT FORCE 

A source of infinite power from the 
heavens that holds the enormous power 
of the Force; which originally dwelled in 
all things. 



The legend 
of the Light 
Force 


THE ROYAL FAMILY AND THE PICORI 

After sealing away the evil beingS; the royal family 
of Hyrule became the careful overseers of the 
sword; which became known as the Picori Blade. 
Furthermore; the royal family kept the existence of 
the land of the Picori; the Minish Realm; hidden. 

In gratitude to the Picori; the people held a Picori 
Festival once a year. 


• THE SWORD-FIGHTING 
TOURNAMENT 

A tournament that happens during 
the Picori Festival at Hyrule Castle. 
The champion of the tournament is 
customarily presented with an award in 
front of the Picori Blade. 


THE SWORD-FIGHTING 
TOURNAMENT AND THE 
PICORI BLADE 

Legend said that every hundred yearS; 
a secret door would open up; and the 
Picori would pass through and enter 
the world of the humans. 

The customs of the Picori Festival 
had continued for many many years. 
Among them was a sword-fighting 
tournament. The awards ceremony was 
held in front of the Picori Blade and 
was the only chance to see the blade. 


The sword-fighting 
tournament’s awards 
ceremony 


Picori 





























THEMINISH CAP 


Vaati Reborn and the Four 
Sword Training 


UNEXPECTED EVIL AT 
THE PICORI FESTIVAL 

For the one hundredth year of the Picori 
Festival; there was an unusually grand 
celebration. In the customary sword¬ 
fighting tournament; an unknown man 
named Vaati was the victor. 

Vaati believed the Light Force was in 
the Bound Chest. He broke the Picori 
Blade to unseal the chest and found that 
it did not contain the Light Force at all. 
The evil that had been sealed inside 
poured forth from the chest. 

Vaati turned Princess Zelda into 
stone and headed off in search of the 
Light Force. 



Princess 

Zelda 


Vaati 


•PRINCESSZELDA 

The princess of Hyrule; said to have 
mysterious powers. Afraid Princess 
Zelda will get in his way Vaati turns her 
into stone. 



Link 


THE SECRET OF THE PICORI 

The curse placed on Princess Zelda 
could only be broken with the sacred 
power of the Picori Blade. The tribe 
of the Picori; also called the Minish; 
were the only ones able to fix the Picori 
Blade; and they could only be seen by 
children. Therefore; Smith; the great 
blacksmith; proposed that the king of 
Hyrule enlist the help of the young 
Link. The king told Link where the 
Minish dwelled. Then; with the broken 
Picori Blade and the Smith s Sword in 
hand; Link set off in search of their land. 


MEETING EZLO 

On his way to the Picori s home in the 
Minish WoodS; young Link met EzlO; 
a man suffering from a curse. 

Link came to learn that Ezio had 
been a Minish sage and Vaati had 
been his apprentice. When Vaati put 
on the Mage s Cap made by Ezlo; he 
gained evil powers and cursed Ezlo by 
changing him into the shape of a cap. 



• SMITH AND LINK 

Smith is a blacksmith and Link; his 
apprentice. Smith makes an impressive 
sword that is to be given to the winner of 
the sword-fighting tournament. Link and 
Princess Zelda are childhood friends who 
are both in attendance at the tournament. 


• THE EVIL SORCERER VAATI 

Originally the Minish sage Ezio’s 
apprentice; Vaati courted the evil within 
the hearts of humans and eventually 
fulfilled his wish of becoming an evil 
sorcerer. Vaati believes that the Light 
Force is kept within the Bound Chest 
sealed with the Picori Blade. He takes 
part in the sword-fighting tournament 
to get close to it. 



Vaati, as a simple Minish 
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THE MINISH VILLAGE AND THE FOUR ELEMENTS 


Feeling responsible for Vaati s 
actions^ Ezio teamed up with 
Link and set off for the portal to 
the Minish Village. The Minish 
were so tiny they could easily fit 
into the palm of a grown human s 
hand. When Link entered the 
portal; he shrank down to their 
size and gained entry to the 
Minish Village in the woods. 

In order to break the curse on 
Zelda; Link needed to repair the 
Picori Blade and use its sacred 
power. There were four elements 
hidden around the world that 
Link needed to obtain and then 
place on the pedestal in the 
Elemental Sanctuary to restore 
the sacred power to the blade. 



Link and Ezio 




Minish Portal 



Picori and Link 


VAATI S TACTICS 

Still on a quest to obtain the 
Light Force; Vaati took control 
of the king of Hyrule and had 
him order his soldiers to search 
for the Light Force. 

Vaati learned from the legend 
of the Wind Tribe that when the 
Four Elements were collected 
and placed in the Elemental 
Sanctuary; a holy sword would 
be boru; and the path to the 
Light Force would open. 

Knowing that Link was 
collecting the Four Elements; 
Vaati waited until a time when 
he could take the elements from 
Link. 


• THE FOURELEMENTS 

The Four Elements are crystalline forms 
of the spiritual energy that exists in the 
world—earth; fire; water; and wind. 
In order for Link to collect all Four 
Elements; he must utilize specific items 
to accomplish his goals; some of which 
are similar to the ones used by heroes of 
the past. 



Mole Mitts 


• THE WIND TRIBE 

The Wind Tribe originally lived on the 
land. After mastering the wind; they 
moved their palace up into the sky. They 
live even higher than the clouds; and the 
winds carry news of everything to them. 

The land that they left behind became 
known as the Wind Ruins. They can ride 
the wind to travel back and forth between 
the sky and the land. 





THE LAND OF THE MINISH 

The Picori are a tribe of tiny people. Link becomes the size of a Minish and enters 
their realm; a land most people would not be able to locate. Being very tiny has its 
disadvantages for Link; weak goblins and enormous enemies alike stand in the 
way of his quest. A small puddle seems like a massive lake. For a tiny person; the 
dangers are many. 


















THEMINISH CAP 






THE ELEMENTAL SANCTUARY 


• THE ELEMENTAL SANCTUARY 


After collecting all of the Four Elements^ Link placed them on the 
sacred pedestal. The Picori Blade became infused with sacred power 
and transformed into the Four Sword; which gave the wielder the ability 
to split into four identical copies of 
himself. 

Simultaneously; a door beyond the 
pedestal opened; revealing the legend 
that the Light Force dwelled within 
the princess Zelda; generation after 
generation. 

The Elemental Sanctuary 



VAATI’S WRATH 


The Elemental Sanctuary is a sacred place 
that human adults are unable to see. The 
entrance is located within the garden of 
Hyrule Castle. It holds the pedestal of the 
Four Elements and contains the secret of 
the Light Force. 



Legend of the Light Force 



After Vaati followed Link and learned about the Light Force; he took 
Princess Zelda to the roof of the castle and; little by little; extracted what 
he could of the Light Force from her body in order to transform himself. 
Link stopped the ritual; but Vaati 
was still able to use the power of 
the Light Force to transform into 
Vaati s Wrath. Using the power of 
the Four Sword; Link destroyed 
Vaati s Wrath and broke the curses 
on Princess Zelda and Ezio. 


The battle with Vaati's Wrath 
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THE MAGE’S CAP 

The battle between Link and 
Vaati s Wrath brought Hyrule 
Castle down around them. 
Ezio gave the Mage s Cap to 
Princess Zelda; who; with the 
small amount of Light Force 
left within her; made a wish to 
restore Hyrule to its original 
condition. Not long after; the 
door to the Minish Village 
began to close; but before it 
shut; Ezio presented Link with 
a green cap and then returned 
to the Minish Village. 



The Minish Ezio and Princess 
Zelda making a wish 



• THE MAGE’S CAP 

The Mage s Cap was originally a gift for 
the humans made by a Minish named 
Ezio. It grants the wish of its wearer. 
The stronger the heart of the wearer; the 
greater the power the cap exhibits. 


The legend of Link 



































THE SEAL IS BROKEN 


Peace was fleeting in Hyrule. 
Vaati; presumed dead; 
suddenly reappeared; and 
terror returned to the land. 

Vaati occupied the Palace 
of Winds and kidnapped 
every beautiful young woman 
in Hyrulo; one by one. 

That was when the HerO; 
carrying the legendary Four 
Sword; appeared. Tapping 
into the sword s power; the 
Hero s body split into four; 
and the combined power 
of the Heroes was enough 
to defeat Vaati. Vaati was 
sealed in the Four Sword and 
enshrined in the Elemental 
Sanctuary. 



The sealed Four Sword 


• VAATI; THE WIND MAGE 

Vaati; who has no memory of his life as a 
Picori; goes on a mindless rampage. With 
the ability to manipulate the wind, Vaati 
calls himself the Wind Mage, and takes 
over the Palace ofWinds. 



• THE HERO OF THE 
FOUR SWORD 

Not much is known about the origin 
of this hero, but it is possible that he is 
a descendent of the Link who defeated 
Vaati previously. 


THE RESURRECTION 
OF THE WIND MAGE 

For generations; Princess Zelda and 
her descendents looked after the 
sealed Four Sword; but a day came 
when the seal began to weaken. 

When Princess Zelda went to check 
on the seal; it broke. Vaati escaped his 
prison; kidnapped Zelda; and took 
her to the Palace of Winds. 



Princess Zelda 


• THE KIDNAPPED 
PRINCESS ZELDA 

Vaati kidnaps Princess Zelda to make 
her his bride in commemoration of his 
resurrection, not to obtain the Light 
Force. 


THE POWER OF THE 
FOUR SWORD 

Link witnessed the resurrec¬ 
tion of the evil Vaati. Shortly 
after, a fairy appeared to Link 
and instructed him to draw 
the legendary Four Sword. As 
he did so, he split into four. 
The Great Fairies said that 
they could help Link get to 
the Palace of Winds, but he 
first had to prove his courage 
by defeating dangerous foes 
and collecting rupees. 





















THE FOUR HEROES 

After the Links collected 
rupees from the three regions 
protected by the three Great 
FairieS; and earned the titles 
of "little eggs/’ "brave heroes/’ 
and finally^ "the greatest of 
heroes/’ the Links were given 
the keys to the Palace ofWinds^ 
now known as Vaati’s Palace. 

After earning the keys^ 
Vaati’s Palace appeared^ and 
the four Links set off to 
confront the Wind Mage. 


• THE THREE GREAT FAIRIES 

The Great Fairy of Forest protects the 
region known as the Sea of Trees. The 
Great Fairy of Ice protects the Talus 
Cave^ and the Great Fairy of Flame 
protects Death Mountain. 


The Great 
Fairies 


THE REGIONS PROTECTED 
BY THE GREAT FAIRIES 

The regions protected by the three Great Fairies are 
the dense forested area called the Sea of Trees^ the 
frozen Talus Cave^ and the volcanic Death Mountain. 


THE PALACE OF WINDS 
REAPPEARS 

The four Links confronted Vaati in 
the depths of the palace. Using their 
combined power^ the four Links 
attacked Vaath defeated him^ and 
rescued Princess Zelda. 

Vaati was again sealed into the 
Four Sword; and the Four Sword was 
returned to its proper place in the 
pedestal. With the power of the Four 
Sword once again dormant; the four 
Links merged back into a single body. 

Princess Zelda and the people of 
Hyrule again kept a strict watch over 
the seal. 


i. 


t. 




























Hyrule Kingdom in Chaos 


HYRULE, ENGULFED BY THE FIRES OF WAR, 

AND THE KINGDOM UNITED 

The war in Hyrule raged unabated for countless eras. 

In the midst of the confusion, a lone woman fled the fires of war, babe 
in arms, and escaped to the Forbidden Forest. She entrusted her child 
to the spirit of Kokiri Forest, the Deku Tree. The Deku Tree, sensing 
that the infant's destiny was 


intertwined with Hyrule's 
future, took the child in. 

Once the child's mother 
had breathed her last, the 
babe was raised as a Kokiri. 
This boy would later become 
Link the Hero. 

The fighting was eventually 
quelled by the king of Hyrule, 
and the entire land was unified 
under his kingdom. 



Kokiri Forest 


Hyrule Castle 


• FORBIDDEN FOREST 

This is the name given to Kokiri Forest 
and the Lost Woods by the humans 
living outside its leafy borders. Adults 
lost among the trees turn into Stalfos, 
while children turn into Skull Kids; both 
are doomed to wander the woods. 



A BRIEF TRANQUILITY 

The scars of war faded from Hyrule, and it seemed that, 
at last, the world was at peace. 

Ganondorf, leader of the Gerudo, the people of the 
desert, once again swore fealty to the king of Hyrule. 
However, Ganondorf's true aim was the Triforce, said 
to lie somewhere within the kingdom. Seeking the 
three Spiritual Stones necessary to open the gateway 
to the Sacred Realm, he carried out his plots in secret, 
in every corner of the land. 



— 

AMAPOFTHEERA 


Hyrule Castle is located within Hyrule 
Field, which lies at the center of the king¬ 
dom. To the northeast. Death Mountain 
erupts continuously. To the east is the forest; 
to the south. Lake Hylia. The west is home 
i to Gerudo Desert. The terrain doesn't differ 
much from that of the Era of the Sky. 
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Those Chosen by the Triforce 




THE PROPHETIC DREAM 
OF THE DIVINE PRINCESS 

When she was little^ Princess 
Zelda of Hyrule was chosen by 
the gods to wield divine power. 
One day; the destiny of Hyrule 
was revealed to the princess in 
a dream: Ganondorf sought the 
Triforce that rested in the Sacred 
Realm; and was liable to destroy 
the world... 

Princess Zelda knew the truth; 
but her father; the King of Hyrule; 
didn't believe what the prophecy 
had foretold. Princess Zelda and 
her companion; Impa; took it upon 
themselves to keep a close eye on 
Ganondorf during his visit to the 


• PROPHECY IN A DREAM 

From the farthest reaches of the desert 
came a man who shrouded the kingdom 
of Hyrule beneath dark clouds. Out of the 
darknesS; the light of salvation appeared 
in the shape of a boy led by a fairy. 

• IMPA 

Princess Zelda s attendant. One of the 
last surviving members of the Sheikah 
tribe; who have served the royal family 
since ancient times. 


Ganondorf 
the thief 


Princess Zelda 


THE BOY LED BY THE FAIRY 


Impa 



In the midst of these eventS; Princess Zelda received a visitor from 
Kokiri Forest: A young boy led by a fairy. Link had obtained one of 
the three Spiritual Stones that served as the key to opening the Sacred 
Realm. 

Princess Zelda; a strong 
believer in the dream s proph¬ 
ecy realized that she needed 
to locate the Sacred Realm 
before Ganondorf did; and use 
the power of the Triforce to 
bring about his downfall. She 
entrusted Link with the task 
of finding the two remaining 
Spiritual Stones. 


Princess Zelda and Link, 
the hoy from the forest 


I 

‘ •THE FAIRY 

Navi the fairy was sent by the Deku Tree 
to serve as Link s guide. She partners 
with Link; aiding him on his adventure. 




LINK’S TRAVELS AND THE KOKIRI TRIBE 

Each member of the Kokiri tribe possesses his or her own 
fairy partner. Though they never grow up; it is said that they 
will die upon leaving the forest. 

Because Link was Hylian by birth; he did not have his 
own fairy. However; on the fateful day Link set out on his 
journey the Deku Tree sent Navi the fairy to his side. The 
green clothes Link wears are characteristic of the Kokiri. Kokiri tribe The Deku Tree and Link 




























GANONDORF S REBELLION 


• THE OCARINA OF TIME 


While Link collected the three Spiritual Stones^ Ganondorf launched 
an attack on Hyrule Castle. This extreme measure was an attempt to 
steal the Ocarina of Time^ a treasure of the Sacred Realm under the 
protection of the royal family. 

With the help of Impa^ Princess Zelda escaped from the castle. 
Spotting Link; the princess tossed him the Ocarina of Time; praying 
that he would protect the Triforce. 



Ganondorf appears before Link 


Protected by the royal family the 
Ocarina of Time is one of the keys to the 
Sacred Realm. It can play songs capable 
of manipulating both time and space. 
Its blue-white radiance brings to mind 
the Timeshift Stones found in the eras 
of antiquity. 



The Ocarina 
of Time 


THE DOOR OF TIME IS OPENED 


Link draws the Master Sword 



Link restored the three Spiritual Stones to their places in the Temple 
of Time; and opened the Door of Time by playing the ocarina. The 
legendary Master Sword 
that lay behind the door 
served as the final key to 
the Sacred Realm. 

Ganondorf; apprised of 
Link s movements; invaded 
the Sacred Realm to lay his 
hands on the Triforce. 

However; only the Triforce 
of Power remained; as the 
Triforces of Wisdom and 
Courage had scattered; 
seeking those with the abil¬ 
ity to wield them. 


• THE MASTER SWORD 

A sacred blade that cannot be touched 
by the wicked; it harbors the power to 
eradicate evil. The sword can only be 
drawn by one who is worthy of the title 
“Hero of Time.” Link proves his power; 
wisdom, and courage by obtaining the 
three Spiritual Stones. 





THE THREE SPIRITUAL STONES 

There are three Spiritual Stones, each representing one of 
three elements: forest, fire, and water. The first is the 
Kokiri s Emerald, guarded by the Deku Tree. The second 
is the Goron s Ruby, guarded by the Goron tribe. The third 
is the Zora s Sapphire, guarded by the Zora. 

In order to obtain the stones, Ganondorf placed a curse 
on the Deku Tree and Jabu-Jabu, the guardian deities of 
forest and water, and threatened the Goron tribe. The 
shape of each Spiritual Stone resembles its tribe s symbol. 



The Spiritual Stones of forest, fire, and 
water, and the tribal symbols of each. 



Jabu-Jabu 





























ERA OF THE HERO OF TIME (CHILD ERA) 
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DARK CLOUDS BEGIN TO ENSHROUD HYRULE 

The Sacred Realm is a mirror that reflects the hearts of those who set 
foot in it. An evil heart will turn the realm into a living hell. A pure 
heart will transform it into paradise. Using the Triforce of Power^ 
Ganondorf became the Demon King. The Sacred Realm was 
distorted into a nightmarish world where demons ran amuck. 

Hyrule Castle and Castle Town fell under GanondorFs control^ 
and the survivors fled to Kakariko Village. 


• KAKARIKO VILLAGE 

A secret ancestral village founded by the 
Sheikah tribe. Princess Zelda s attendant, 
Impa, was raised here. The graveyard 
behind the village contains the Royal 
Family’s Tomb, where Hyrule’s blood¬ 
stained history of ceaseless conflict is 
written. 


THE YOUNG HERO BEGINS HIS SLEEP 



Meanwhile, despite the fact that Link was worthy of drawing 
the Master Sword, his youthful body made him unfit to serve as the 
Hero of Time. Accordingly, the Master Sword sealed Link within the 
Sacred Realm. 


Within the Temple of Light, 
the cornerstone of the Sacred 
Realm, the ancient sage Rauru 
watched over Link in a small 
area called the Chamber of 
Sages. Link, guarded by Rauru, 
slept for seven long years. 

Princess Zelda had no choice 
but to wait for the seal on Link to 
be broken. In order to escape the 
Demon King s pursuit, she went 
into hiding by disguising herself 
as a boy of the Sheikah tribe and 
adopting the name Sheik. 


fl •RAURU 

The sage who created the Temple of 
Time in eras long past. Before Link 
drew the Master Sword, Rauru took 
on the form of an unusual bird named 
Kaepora Gaebora, watching over the boy 
as he progressed in his adventure. 
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HYLI AN IN THIS ERA 

This Hylian syllabary is characterized by its wedgelike shapes. It is 
possible to decipher the Hylian characters using the chart on the 
right by matching them to their Japanese equivalents. 
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THE HERO AWAKENS 


• SHEIK SHARP 




Wielding the Master Sword in his left 
hand and carrying the Hylian Shield in 
his right; Link returned as an adult. 

When Princess Zelda played her harp; 
she imparted her wisdom to Link. She 
instructed the hero to break the curse on 
each of the five temples and awaken the 
sages within. 


Playing her harp. Princess Zelda teaches 
Link special songs that guide him to the 
temples. 

• THE HYLIAN SHIELD 

An indestructible shield decorated with 
the same design that was favored in the 
Era of the Goddess Hylia. It is strong 
enough to withstand fire and cannot be 
broken. 


The Hylian Shield 


Link and Sheik play a song together 


THE ACTIONS OF 
THE HERO OF TIME 

Link; the Hero of Time; spurred his horse 
across the land and traveled through time; 
breaking each temple s curse. Receiving 
medallions from the awakened sageS; he 
gradually added their power to his own. 



Link gallops across the fields 



A battle with Volvagia 
inside the Fire Temple 


• THE SAGES’ MEDALLIONS 

Medallions imbued with the power 
of the awakened sages. With each 
medallion he obtains; the Hero of Time 
attains even greater power. 



LINK S BELOVED HORSE EPONA 
AND LON LON RANCH 

In Hyrule Field sits Lon Lon Ranch. It is run by its lazy 
owner; Talon; his daughter; MaloU; who enjoys singing; 
and their ranch hand; Ingo. 

Ever since Link was young; he has had a special affin¬ 
ity with the horse called Epona. In the Adult Era; Ingo 
falls under the control of an evil mind; and forcefully 
takes over the ranch from its owners. However; Link 
manages to win Epona from him in a successful wager. 



Talon Malon Ingo 
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Saria 
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• DARUNI A, THE FIRE SAGE 

The leader of the Goron tribe. He has a 
fiery personality. Impressed by Link’s 
courage^ he names his son after the hero. 


REUNION WITH PRINCESS ZELDA 

Princess Zelda was the leader of the sages and 
the seventh sage. She bore the Triforce of 
Wisdom on her hand. Once the right moment 
had arrived; Sheik revealed his true identity 
to Link; confessing that he was actually 
Princess Zelda. 

The princess intended to draw Ganondorf 
into the abysS; whose seal had been rent open 
by the six sages. She would then use her own 
power to close it off from the outside world. 
In order to do thiS; however; Princess Zelda 
would need the might of Link the Hero. 


Princess Zelda 


Twinrova 
(after combining) 


GORONS; THE PEOPLE OF FIRE, AND 
ZORA; THE PEOPLE OF WATER 

The Goron tribe; who guard the Spiritual Stone of Fire; 
is a group of rock eaters that make their home on 
Death Mountain. In this era; their leader is Darunia. 

The Zora tribe; who protect the Spiritual Stone of 
Water; live in Zora s Domain; located at the headwaters 
of Zora s River. The tribe was unified by a ruler known 
as King Zora. The king Link meets in this era is known 
as Zora De Bon XVI. His daughter is Princess Ruto. 


Goron tribe 


Zora tribe 


Princess Ruto 


King Zora 


THE SIX SAGES ARE RESTORED 

Rauru was the Sage of Light; who had continued his vigil over the 
Sacred Realm since time immemorial. Saria of the Kokiri tribe was 
the Sage of the Forest. Darunia of the Goron tribe was the Sage of Fire. 
Princess Ruto of the Zora tribe was the Sage of Water. Impa; Zelda s 
attendant; was the Sage of Shadow. NaboorU; the chivalrous thief; was 
the Sage of Spirit. 

At last; all six sages had been restored. 


Darunia 


• SARIA; THE FOREST SAGE 

The only Kokiri who really understands 
Link. She sees the truth; realizing that 
he is not a member of the Kokiri tribe. 
Saria used to sit in the depths of the 
forest, playing her ocarina. Her special 
spot was actually the entrance to the 
Forest Temple. 
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• RUTO; THE WATER SAGE , i ^ 

Princess of the Zora tribe. She was aided 
by Link in the Child Era and Sheik in the ^ ' 

Adult Era, eventually awakening as a sage. t _. 


• NABOORU; THE SPIRIT SAGE ^ ■ 

A chivalrous thief of the Gerudo tribe. - 
Because she opposes Ganondorf, she is ' 
brainwashed by his surrogate mothers, ’ ^ « 
the pair called Twinrova. i 























THE DECISIVE BATTLE WITH GANONDORF 

Ganondorf; who had placed Link under surveillance^ 
kidnapped Princess Zelda and brought her to his castle. 
He attempted to lure Link there alsO; seeking the final 
piece of the Triforce. 

The Triforce of Power possessed by Ganondorf^ the 
Triforce of Wisdom borne by Princess Zelda^ and the 
Triforce of Courage that dwelt within Link... Once the 
three pieces were united; they would resonate together. 
At last; the time had come for the battle with Ganondorf. 


Link vs. Ganondorf 


If the Hero of Time is defeated, 
a different timeline will unfold. 
(Turn to page 92.) 


TRANSFORMING INTO THE DEMON KING GANON 

Link was victorious in his one-on-one battle with Ganondorf. How¬ 
ever; the thief used the last of his power to transform into a demoniC; 
evil beast. The Demon King Ganon cornered Link and Princess Zelda. 


• GANON S CASTLE 

The castle that once belonged to 
Hyrule s royal family is occupied by 
Ganondorf; who transforms it into a 
sinister fortress. Though it is protected 
by a complex barrier; Link; wielding 
the power of the sageS; advances to the 
highest floor; where Ganon lies in wait. 


Ganondorf’s chamber 

• THE DEMON KING GANON 

Though “Ganon” is also a nickname for 
Ganondorf; here it refers to the beastlike 
form adopted by the thief following 
his transformation. The Demon King 
resembles a giant boar. 




THE GERUDO TRIBE: PEOPLE OF THE DESERT 

A group of thieves that inhabit the Gerudo Desert. The tribe bears 
only female children; who occasionally wander into Hyrule to 
search for boyfriends. Their customs decree that a male child; born 
to the tribe once every hundred yearS; will be crowned their king. 

Ganondorf was raised by Kotake and Koume; a pair of twin 
witches called Twinrova. Twinrova worship Ganondorf as the 
Demon King. It could be said that the sisterS; who have lived for 
over four hundred yearS; rule the tribe from behind the scenes. 
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Kotake and Koume 
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LINK THE HERO IS VICTORIOUS 

Following a fierce battle; Princess Zelda entrapped Canon with waves 
of light; and Link delivered the finishing blow. The six sages completed 
the task by imprisoning the beast in a sealed void that had been rent in 
the Sacred Realm. 


• GANONDORF IS SEALED AWAY 

Ganon, having lost the battle; is sealed 
away along with the Triforce of Power. 
Though he has regained his human form, 
Ganondorf s intense animosity toward 
Princess Zelda; Link; and the sages will 
bring about disaster in eras to come. 



Hie sages’ seal 


Link delivers the 
finishing blow 



Ganondorf is sealed 


• HYRULE AT PEACE 

A large crowd gathers at Lon Lon Ranch 
to celebrate. In Kokiri Forest, the Deku 
Tree Sprout takes root, and the world 
begins to return to a state of purity. 


PEACE RETURNS TO HYRULE 


\ 

The Deku Tree Sprout 



Link returns the Ocarina of Time 




Thus, the curtain fell on the battle for Hyrule. 

Seven years earlier. Princess Zelda had mistakenly allowed Ganondorf 
to enter the Sacred Realm in her attempt to maintain control over the 
holy domain. In order to right her wrongs, she played the ocarina, 
returning Link to his original 
era and allowing him to regain 
the seven years that had passed 
while he remained sealed. 

Peace had been restored to the 
land of Hyrule, but its return 
marked the parting of Link and 
Princess Zelda. 




A cyclical tale arose from an ancient battle ... 

The life of the time-traveling hero caused the chain of history to branch off in multiple directions. 
From this point onward, the chronology of Hyrule diverges dramatically. 

This marks the end of “The Legend of the Gods and the Hero of Time.” 
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For the timeline that unfolds following the Hero of Time’s 
return to the Child Era, please turn to page 110. 


For the timeline that unfolds following the Hero of Time’s 
departure from the Adult ErUj please turn to page 122. 

















The Decline of Hyrule 
AND THE Last Hero 

Of all possible outcomes, Link, the Hero of Time, faced defeat at the hands of Ganondorf. 

The thief obtained the three pieces of the Triforce, transformed into the Demon King, 
Ganon, and continued to threaten the world in future eras. 

The conflict surrounding the Triforce continued without end, the blood of the gods 
weakened, and the kingdom of Hyrule shrank to a shadow of its former glory. 



The Demon King Obtains 
THE Complete Triforce 


THE HERO OF TIME’S DEFEAT 

Ganondorf the thief obtained the Triforce of Power and managed to 
get his hands on Princess Zelda. The Hero of Time^ Link; challenged 
him in a battle that would determine Hyrule s very existence^ and lost. 



Link vs. Ganondorf 


THE SEVEN SAGES SEAL AWAY THE DEMON KING 

At last; Ganondorf found himself in the possession of the Triforce of 
Wisdom that dwelt within Princess Zelda; and the Triforce of Courage 
that dwelt in Link. His true power achieved; he transformed into the 
Demon King. The Seven Sages of Hyrule; led by Princess Zelda; sealed 
Ganon and the Triforce in the Sacred Realm as a final resort. 


























THE IMPRISONING WAR 
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For a brief time; it seemed as though peace 
had returned to the kingdom. 

However; there were many who knew of 
the existence of the Triforce and the en¬ 
trance to the Sacred Realm because of the 
events set in motion by Ganondorf. Their 
lust aroused; they rushed to gain access to 
the holy land in their quest to obtain the 
power of the gods. 

Little did they realize that the Sacred 
Realm had been transformed into the Dark 
World by GanondorTs evil heart. None 
returned from their adventures. Instead; 
only the power of darkness flowed forth. 



THE SACRED REALM IS SEALED BY THE SAGES 

The king of Hyrule ordered the Seven Sages to seal the Sacred Realm. 
The Knights of Hyrule guarded the sages as they offered up their 
prayerS; but demons descended upon them from within the Sacred 
Realm; and a fierce battle unfolded in which the majority of the combat¬ 
ants were killed. 

The entrance to the Sacred Realm was sealed once again; tight 
enough that it should never have been reopened. 




The Seven Sages seal the Sacred Realm 


• THE KNIGHTS OF HYRULE 

The Knights of Hyrule are a clan that 
protect the Royal Family their members 
descended from the Hero who governed 
the Crest of Courage. Legend has it that 
the Hero will one day reappear within 
their ranks. 

Looking back through the ageS; it is 
possible that Link; the Hero of Time; 
was once a Hylian Knight himself. This 
may be the reason his mother became 
embroiled in the fires of war. 


I 




THE HYLIAN BLOODLINE WEAKENS 

Until the era of the Hero of Time; the kingdom of Hyrule was mostly inhab¬ 
ited by the Hylian people; whose existence was linked to their goddesS; Hylia. 
Hylians possessed a special power: it was said that their long ears allowed 
them to hear the voices of the gods. 

However; the kingdom fell into ruin during the Imprisoning Way and the 
bloodline of the Hylians weakened with the ageS; until their existence was 
naught but a thing of the past. The sages' power also waned; and Hyrule; once 
called the Kingdom of the Gods; became nothing more than an ancient legend. 



Princess Zelda. In her 
veins flows the blood 
of the goddess Hylia. 












A LINK TO THE PAST 



The Princess of Light and 
THE Knights’ Descendents 




THE PRIEST’S PLOTS 


Though the power of the Triforce and the blood of the Hylians con¬ 
tinued to wane; Hyrule remained at peace. That iS; until the appearance 
of a man who sought to break the seal on the Sacred Realm; which had 
been transformed into the Dark World. He was a priest who went by 
the name of Agahnim; and he wielded powerful magic. 

Agahnim sent the king to an early 
grave. Putting the soldiers of the 
kingdom under his spell; he kid¬ 
napped the maidens in whose veins 
flowed the blood of the Seven Sages. 

One by one; he sacrificed the girls; 
sending them to the Dark World; and 
was about to offer up Princess Zelda 
as well. 



Princess Zelda imprisoned 



PRINCESS ZELDA CALLS FOR HELP 

Princess Zelda; imprisoned in the dungeon; sent out a telepathic cry 
for help. It was the young boy; Link; and his uncle; who lived together 
near the castle; who heard her plea. The two were the last surviving 
members of the Knights of Hyrule. 

In order to rescue Princess Zelda; Link s uncle entered the castle. 
However; he was defeated by the guards and entrusted his sword to 
Link; who followed after him. 



•AGAHNIM 

A priest of darkness who plunges Hyrule 
into chaos. In truth; he is an offshoot of 
Ganon; sent forth from the Dark World. 


Agahnim holds Princess Zelda captive 



• PRINCESS ZELDA 

The princess of Hyrule; and one of the 
maidens whose veins carry the blood of 
the sages. For generations; her line has 
possessed a mysterious power. 






Princess Zelda 
(casual dress) 



• THE SURVIVING KNIGHTS 
OF HYRULE 

Link and his uncle are descendents of the 
Knights of Hyrule. Link; said to be one of 
the last surviving KnightS; possesses the 
qualities of the mythical Hero. 
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RESCUING 
PRINCESS ZELDA 

Link rescued Princess Zelda from the dungeon and escaped to the 
Sanctuary using a hidden passage. The Loyal Sage at the Sanctuary 
agreed to shelter Princess Zelda^ and Link left on a quest to seek the 
Master Sword that he would need to defeat Agahnim. 

Link paid a visit to the 
Sage Sahasrahla and ob¬ 
tained the Pendant of 
Courage. He then had to 
acquire the other two 
Pendants of Virtue in or¬ 
der to prove his worth as 
the HerO; the one capable 
of wielding the Master 
Sword. 

Princess Zelda and Link make their escape 



THE PATH TO THE DARK WORLD 

Agahnim sent the Seven Maidens^ in whose veins flowed the blood of 
the sages^ to the Dark World. This opened the passage to what had once 
been the Sacred Realm. Those who stepped on the Magical Warp Tiles 
that served as entrances would be lost to the Dark World; transformed 
into demons. Link; who possessed the qualities of the HerO; did not 
become a demon; but was instead turned into an animal (in this case; 
a pink bunny). 

He managed to obtain the Moon Pearl; which prevented him from 
being transformed while in the Dark World; and the Magic Mirror; 
which allowed him to return to the Light World. 



A Magical Warp Tile leading 
to the Dark World 



Link is transformed 
into a hunny 


• SAHASRAHLA 

An elder of Kakariko Village; Sahasrahla 
is a descendent of the Seven Sages. He is 
well versed in the legends of Hyrule and 
aids Link on his adventure. 


• THE MOON PEARL 

A jewel that repels magic. It protects the 
bearer from the evil power of the Demon ' 
King who controls the Dark World, and 
prevents any transformation to the 
bearer when they cross into the Dark 
World from the Light World. 


• THE MAGIC MIRROR 

A clear, blue, beautiful mirror. It can be 
used as a means to return to the Light 
World from the Dark World. 


"V 





Remembering the hoy who played the ocarina 
(translated as “flute” in the English version) 


THOSE LOST IN THE DARK WORLD 

During his travels between the two worlds. Link comes into contact with souls lost within 
the Dark World. There, he bears witness to the tragic fate of those who have disappeared 
from the Light World. 

Blind the Thief, who lived in hiding in Kakariko Village, now inhabits the Village of 
Outcasts in the Dark World. He attempts to mislead Link. The boy who once played his 
ocarina for the animals has been transformed into a creature resembling a fox. Link finds 
the boys ocarina and plays it for him. The boy asks him to play the same song for his father, 
and turns into a tree. Finally, he can rest in peace. 

















ERA OF LIGHT AND DARK 
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THE MASTER SWORD, 
ASLEEP IN THE FOREST 



Link obtained clues regarding the 
whereabouts of the pendants from 
the stone monuments scattered 
about the land, and was thus able to | 

acquire the Pendant of Wisdom and i- 
the Pendant of Power. He then drew 
the Master Sword from its pedestal 
in the forest. 

However, Princess Zelda, who had taken shelter in the Sanctuary, 
was found by the castle guards and brought before Agahnim. 


Link's battle 


\ 



The Master Sword, asleep in the forest 


THE SEAL OF THE SEVEN 
SAGES IS BROKEN 

Link entered Hyrule Castle, only to 
see Agahnim send Princess Zelda 
to the Dark World, right before his 
eyes. The seal of the Seven Sages had 
been broken. 

Link took on Agahnim, managing 
to corner the priest, but was pulled 
into the Dark World. At last, the 
seal on the Sacred Realm had been 
broken, and a passage to the Dark 
World had opened in Hyrule Castle. 


A possessed Hylian soldier 



The Pyramid of Power 


• STONE MONUMENTS 

Instructions for how to obtain the three 
pendants are written on stone monu¬ 
ments. The information is rendered in 
an ancient Hylian script. To decipher it, 
one must acquire the Book of Mudora 
from Kakariko Village. 



The ancient script 


• THE LOST WOODS 

The Master Sword was once stored 
within a temple, but the temple decayed 
and turned into a forest. 


• THE PYRAMID OF POWER 

An enormous structure at the heart of 
the Dark World. Its location parallels 
that of Hyrule Castle in the Light World. 






THE LIGHT WORLD 
(THE SURFACE WORLD) 

A world of life where the people 
of Hyrule dwell. Hyrule Castle 
stands at its center. It was cre¬ 
ated by the hands of the gods, 
its soil abundant with plant life 
and water. 
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Princess Zelda 


RESCUING THE MAIDENS 

If the passage to the Dark World 
were to widen^ the Demon King 
Ganon would emerge into the Light 
World once again. The only way to 
prevent this was to defeat Ganon and 
take hack the Triforce. Link traveled 
back and forth between the worlds. 
His first task? Rescuing the Maidens 
that had been sacrificed to the 
Dark World. 

He saved Princess Zelda last. The 
princess succeeded in breaking the 
barrier around Ganon s Tower using 
the power of the sages. Link then 
defeated Agahnim^ who attempted 
to block his path; and made his way 
toward Ganon. The pyramid was 
now set to serve as the site of the 
decisive battle. 


• THE BARRIER AROUND 
GANON S TOWER 

A force-field barrier was erected around 
Ganons Tower to defend it against 
intruders. 


THE FINAL BATTLE 
IN THE PYRAMID 

Ganon; in the form of a giant demonic 
beast; pressed his attack; wielding dark 
magic and a three-pronged trident. 
Link; evading the power of darknesS; 
succeeded in destroying him. 

The Hero laid his hands on the 
Triforce and wished for peace to 
return to the world. The people who 
had been sacrificed; including Link s 
uncle and the king of Hyrule; were 
also restored to good health. 

The Triforce once again rested in 
the hands of Hyrule s royal family. 
With Ganon suppressed; the Dark 
World that had been born of his 
wicked heart gradually faded away. 



J - 

THE DARK WORLD (THE UNDERWORLD) 

The Sacred Realm; once home to the Triforce; was plunged into darkness by 
GanondorFs wicked heart. It could also be thought of as the Underworld 
counterpart to the Light World. 



































• TWINROVA 

These witches raised Ganon back when 
he was known as Ganondorf the Thief. 
They worship Ganondorf as the Demon 
King Ganon and plot to resurrect him. 


• LINKS TRIALS 

Putting his affairs in order^ Link sets 
off on a journey to further his training. 
Following his departure from Hyrule^ 
Link encounters new allies^ such as Ricky 
the kangaroo and Maple the witch. 


Link and Ricky 


Maple 


• THE MAKU TREES 

Giant; sacred trees that protect the lands 
of Holodrum and Labrynna. The tree 
in Holodrum takes on the appearance 
of an old man who can frequently 
be found dozing off; and the tree in 
Labrynna looks like a young girl. Once 
Link gathers the Essences of Nature and 
the Essences of Time; the trees entrust 
him with a Huge Maku Seed capable of 
destroying the barrier of darkness. 


TWINROVA’S TRICKS 

The twin witches known as Twinrova 
were plotting ways to perform the 
ceremony that would resurrect the 
Demon King. For the resurrection 
ceremony to occur^ it was necessary 
to light the Flame of Destruction^ 
the Flame of Sorrow^ and the Flame 
of Despair; derived from the chaoS; 
sorrow; and hopelessness of humanity. 
They would also need to offer up a 
sacred sacrifice. In order to obtain the 
Flame of Destruction and the Flame 
of Sorrow; Twinrova sent OnoX; the 
General of DarknesS; to the land of 
Holodrum; and Veran; the Sorceress 
of Shadows; to the land of Labrynna. 


ADVENTURE IN THE LAND 
OF HOLODRUM 

Once Din; the Oracle of Seasons; 
was sealed away the four seasons of 
the land of Holodrum were thrown 
into chaos. Wielding the Rod of 
Seasons; Link set out in search of 
the eight Essences of Nature. With 
the aid of the Maku Tree; guardian of 
Holodrum; Link ousted the power of 
darkness and set out to tackle Onox s 
Castle; located in the northern 
reaches of the land. 


Twinrova 


DIN; ORACLE OF 
SEASONS 


Link; the boy who had saved the land 
of Hyrulo; was guided by the Triforce 
in Hyrule Castle and transported to 
the unfamiliar soil of Holodrum. After 


The oracle Din 


arriving in this new land; the Hero lay 
sprawled on the ground; unconscious. 

Just then; a dancer called Din happened 
to pass by. The traveling performer 
affectionately nursed Link back to health. 

When Link awoke; Din invited him 
to dance. Suddenly darkness engulfed 

her troupe of performers. Whirlwinds raged around them; accompanied 
by the voice of Onox, General of Darkness. Onox sought Din; the oracle 
who safeguarded the four seasons. Link issued ahold challenge to the 
general; but Onox succeeded in kidnapping the oracle. 


Link and 
the Rod of 
Seasons 


The Holodrum 
Maku Tree 


The Trial of the Triforce 
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ONOX, THE GENERAL OF 
DARKNESS, AND DIN S 
RESCUE 

Link defeated Onox s true form, 
the Dark Dragon, and rescued 
Din, returning the power of the 
seasons to the land of Holodrum. 


LINK JOURNEYS TO HIS 
SECOND TRIAL 

Next, Link alighted in the unfa¬ 
miliar land of Labrynna. He 
came to the aid of Impa, who was 
surrounded by demons. Impa had 
other troubles, however, finding 
herself unable to move a boulder 
with the crest of the royal family 
on it. Link removed the rock with 
ease and pressed on, only to en¬ 
counter a singing Nayru sur¬ 
rounded by animals. 


Onox 


The oracle Nayru 


• ONOX 

The armored menace who kidnaps the 
oracle Din in order to light the Flame 
of Destruction. His true form is a giant 
dragon. 


• IMPA 

Princess Zeldas nursemaid. She is 
under secret orders to bring Din, the 
Oracle of Seasons, back to Hyrule. She’s 
a well-built, middle-aged woman with 
no shortage of valor. 



Impa 




THE PEOPLES ENCOUNTERED BY LINK 

The same peoples who can be found in Hyrule also 
inhabit Holodrum and Labrynna, such as the Goron 
tribe, who dwell in the mountains. 

The tribe of the Sea Zora dwell in the ocean, con¬ 
stantly at odds with the River Zora, who take on the 
forms of demons. Ever since their king succumbed to 
a sudden illness in the distant past, ages have elapsed 
without the tribe appointing another ruler. 

Finally, a tribe of people known as Subrosians exist 
in a parallel universe called Subrosia. 
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iTie sorceress Veran 


The oracle Nayru, 
possessed hy Veran 


NAYRU, THE ORACLE OF AGES 

A sudden darkness fell upon them, 
and Veran, the Sorceress of Shadows, 
appeared from within Impa, taking 
control of Nayru s body. In truth, Nayru 
was the Oracle of Ages, who governed 
the passage of time in the land of 
Labrynna. The oracle, now possessed 
by Veran, vanished. 


ADVENTURE IN LABRYNNA 

With the Oracle of Ages lost, the flow of time in the land of Labrynna 
fell into chaos, and strange events began to occur all over the realm. 
Veran, using the power of Nayru to manipulate time, traveled back to 
Labrynna s past and forced the reigning queen, Ambi, to construct a 
giant tower. 

As requested by the guardian of Labrynna, the Maku Tree, Link 
shouldered the Harp of Ages and set out in search of the eight missing 
Essences of Time. 



• THE THREE ORACLES 

There are three oracles, each sharing a 
name with the gods who created Hyrule. 

I Din serves as Holodrum’s Oracle of 
j Seasons, Nayru serves as Labrynna’s 
' Oracle of Ages, and Farore, Oracle of 

I Secrets, makes her home in a hole in the 
Maku Tree. Taking into account the fact 
that Link was guided to these worlds by 
the Triforce, one could not be faulted for 
thinking that the gods of creation might 
have some connection to these events. 



The oracle 
Farore 




• THE HARP OF AGES 

An instrument with the power to 
manipulate time. Link uses it to play the 
Tune of Echoes, the Tune of Currents, 
and the Tune of Ages. The crests that 
represent these songs correspond to the 
crests of the gods that created Hyrule. 


THE CITIZENS OF HOLODRUM 
AND LABRYNNA 

The events in Holodrum and Labrynna 
did not occur independently of one 
another. The citizens of these lands are 
sacrificed in order to light the Flame of 
Destruction and the Flame of Despair, 
needed for the ceremony to resurrect the 
Demon King. 



The citizens of Holodrum 
and Labrynna 
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CRUSHING VERAN, THE 
SORCERESS OF SHADOWS, 
AND NAYRU’S RESCUE 


With the help of the Maku Tree, Link 
was able to enter the Black Tower and 
successfully drive out Veran, who had 
been possessing the body of Queen Ambi. 
He defeated Veran s true form and rescued 
Nayru, returning the flow of time in 
Labrynna to its regular state. 



Queen Amhi 


THE CEREMONY OF 
RESURRECTION IS NEARLY 
COMPLETE 

Twinrova, who had lurked behind the 
scenes in Holodrum and Labrynna, pulling 
the strings, managed to light the Flame of 
Destruction and the Flame of Sorrow. All 
that remained was to kidnap Princess Zelda 
and light the Flame of Despair. Using the 
princess as a sacred sacrifice, they attempted 
to resurrect Ganon. 



Princess Zelda 


• QUEEN AMBI 

A queen who reigned during Labrynna s 
past. Ralph, an old friend of Nayru s, is 
descended from this ruler. 



Ralph 


THE CEREMONY OF RESURRECTION 
AND THE DEMON KING’S REVIVAL 



Link borrowed the power of the Oracle of Seasons and the Oracle 
of Ages and threw himself upon the ceremonial altar. He cornered 
and defeated Twinrova, but the twin witches sacrificed themselves 
to resurrect Ganon. Because 
the ceremony had not been 
completed, however, Ganon 
returned as a witless, demonic 
beast. Link brought down 
the rampaging Demon King 
and rescued Princess Zelda, 
restoring peace to the lands of 
Holodrum and Labrynna. 

Bidding a fond farewell to all 
the people he had met during 
his trials. Link boarded a ship 
and set sail for the next land in 
which he would train. 
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Adventure within a Fleeting Dream 


A RAGING STORM BESETS LINK 

Link was in the midst of journeying 
back to Hyrule by boat after finishing 
his training. 

During the voyage^ he was caught 
up in a storm that sank his ship. Upon 
regaining consciousness^ Link found 
that he had washed ashore on an island 
called Koholint. 





THE MYSTERIOUS ISLAND 

Link was rescued by a girl named 
Marin who lived on the island. He 
woke up in a house belonging to Tarin^ 
where the two made their home. 

Though Link attempted to leave the 
island^ the citizens insisted that there 
was nothing beyond the ocean. 


Marin 


• MARIN AND TARIN 

Residents of Mabe Village on Koholint 
Island. Similar characters also appear in 
Holodrum, and in Hyrule during the Era 
of the Hero of Time. Tarin and Marin 
maybe the product of Link s memories 
of Malon and her father Talon^ of Lon 
Lon Ranch. 



Malon and Talon 
ofHolodrum 
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KOHOLINT ISLAND 

An island with abundant natural 
areaS; surrounded by ocean. The 
large egg sitting atop the island s 
tallest mountain is Koholint s 
most notable characteristic. 
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ATTEMPTING TO ESCAPE FROM THE ISLAND 

The mysterious owl that appeared before Link informed him that the 
only way to escape the island was to awaken the Wind Fish. As he 
collected the Instruments of the Sirens^ Link uncovered a shocking 
truth. 

The world in which he had found himself existed within the Wind 
Fish s dream; and waking the Wind Fish would cause the island to 
disappear in a stream of bubbles. 

The demons had attacked Link in order to preserve themselves and 
the existence of their island home. 


• THE OWL 

An owl that frequently appears before 
Link; guiding him on his journey. It is 
actually a manifestation of the Wind 
Fish’s consciousness. 



• THE INSTRUMENTS 
OF THE SIRENS 

There are eight instruments in all: The 
Full Moon Cello, the Conch Horn, the 
Sea Lily’s Bell, the Surf Harp, the Wind 
Marimba, the Coral Triangle, the Organ 
of Evening Calm, and the Thunder Drum. 
They are each located in a different part of 
the island and guarded by a demon. 


Hie o'wl 




KOHOLINT ISLAND VANISHES 

Link successfully gathered the Instruments of the Sirens. Standing 
before the egg in which the Wind Fish slept, the Hero was forced to 
make a bitter decision. 

The only traces of Koholint Island s existence now remained in Link s 
memories, and the awakened Wind Fish flew off into the sky. 

Though Link the Hero had once rescued Hyrule, it came to pass that 
he was also responsible for the annihilation of the dream world. He set 
sail on another voyage, and his further whereabouts are unknown. 


• THE WIND FISH 

Haunted by nightmares, this spirit con¬ 
tinues to sleep. His outward appearance 
resembles a whale. 




















The Great King and the Triforce 
OF Courage 


THE PROSPERITY OF HYRULE 

Ever since the crushing defeat of the Demon King Canon each 
successive generation of Hylian kings used the Triforce of Power^ 
Wisdom^ and Courage^ passed down by the royal family to preserve 
order in the land. 

Those who wielded the Tri¬ 
force were required to possess 
the unique characteristic of 
having been born with a heart 
free from wickedness. The 
rulers used the power of the 
Triforce to help the kingdom 
expand and flourish. 



• THE POWER OF THE TRIFORCE 

The Triforce itself does not judge good 
and evil. Because of thiS; the following 
characteristics are sought from its users: 
a righteous heart and the mettle to wield 
the power of the gods. 


THE MAGIC OF THE GREAT KING OF HYRULE 

One great king of Hyrule who had put the Triforce s power to use was 
concerned that its might would be abused after his death. 

In order to prevent this^ he hid the Triforce of Courage^ placing a 
spell over the land of Hyrule. The monarch’s magic ensured that a crest 
would appear upon a worthy person who had been properly raised^ once | 

they had reached a certain age and gained enough experience. 

Though the prince and young princess were already heirs to the 
throne; the king of Hyrule had his doubts about the worth and character 
of his son. Seeing more promise in Princess Zelda^ he passed on the 
Triforce to her in secret. 

• THE WIZARD 



THE TRAGEDY OF PRINCESS ZELDA 

Following the king s death; and with no crest appearing upon the hand 
of the prince; the power of the Triforce he had inherited as the new 
king was incomplete. 

The king was advised by his closest confidant; a wizard; that Princess 
Zelda seemed to know what was behind these events. Despite being 
interrogated by the wizard and her brother the king; Princess Zelda 
confessed nothing. The 
wizard lost his temper 
and threatened to use his 
magic to cast a spell that 
would cause the princess 
to sleep for all eternity; 
but she stubbornly re¬ 
fused to talk. Once the 
wizard had finished cast¬ 
ing his spell; Princess 
Zelda crumpled where 
she stood. 


A close confidant to Zelda’s elder 
brother; the king. He dies after using 
the last of his power to lay a curse upon 
Princess Zelda. The true nature of the 
man who stubbornly hones in on the 
secret of the Triforce is uncertain. 
However; it’s possible that he is an 
offshoot of Canon; much like Agahnim; 
or merely one of his followers. 


• • 
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THE LEGEND OF PRINCESS ZELDAI 

Mad with grief and regretting what he had done^ the young king placed 
his sleeping sister, Princess Zelda, on an altar in the North Castle, in 
the hopes that she would someday be revived. To ensure this tragedy 
would never be forgotten, a custom was established that decreed that 
every girl born into Hyrule s royal family would be given the name of 
“Zelda.” The story became the legend of the first Princess Zelda. 

The king reformed his ways and governed the land to the best of his 
ability, but the kingdom continued to fall into decline. 





Princess Zelda, asleep in the North Castle 


• PRINCESS ZELDA I 

Though the land of Hyrule had seen 
other princesses bearing the name 
of Zelda, it was Princess Zelda I who 
inspired the custom of calling every 
princess by that name. In the eras that 
follow her tragic fate, the royal family 
never fail to name their daughters Zelda. 
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A KINGDOM IN DECLINE 

No one appeared who was able to wield the Triforce, and Hyrule 
divided again and again, continuing to shrink. 

The proud kingdom of Hyrule had once covered a vast area of land, 
but the passage of the ages saw its decline, and it eventually shrank into 
a single, small kingdom. 

Though the Triforce of Wisdom continued to be handed down from 
generation to generation, as the long years passed, the existence of the 
Triforce of Courage and the tragedy of Princess Zelda I were also lost 
to memory. 








AMAP OF LESSERHYRULE 

Underground labyrinths dot the 
regions of Hyrule. To the south¬ 
east, the soil is fertile, blanketed 
by forests and rivers, while the 
west holds an expansive grave¬ 
yard and the Lost Woods, where 
travelers are led astray. In the 
rugged and mountainous north 
lies the fortress of the Demon 
King Canon. The location of 
Hyrule Castle is unclear. 
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Secrets Passed Down in the Lesser 
Kingdom of Hyrule 


THE CREEPING HAND OF EVIL 


• THE DEMON KING GANON 

The Demon King has been defeated 
countless times by heroes in the past. 
He is thought to have been resurrected 
after many years. Leading a demon army 
he invades Lesser Hyrule^ seeking the 
Triforce. No longer bearing any trace 
of the man known as the Great Thief; 
Ganondorf; he opposes Link in the form 
of a demonic beast, bereft of intelligence. 



There came a day when the demon army led by the Demon King Ganon 
invaded Hyrule and stole away the Triforce of Power. 

The reigning Princess Zelda divided 
the Triforce of Wisdom, which was in her 
possession, into eight pieces, hiding them 
in different corners of the kingdom. She 
secretly ordered her nursemaid, Impa, to 
seek out the one with the courage to defeat 
the Demon King. Ganon, angered by her 
actions, captured the princess and sent his 

followers after Impa. Princess Zelda 


underlings into confusion, 
he managed to rescue the 
nursemaid. Impa explained 
her circumstances, and Link 
made the decision to defeat 
Ganon and rescue Princess 
Zelda. 


THE CHANCE MEETING OF IMPA THE 
NURSEMAID AND LINK THE BOY 

Impa continued her desperate flight, but finally found herself surrounded 
by Ganon s underlings. Just then, a boy named Link appeared. Using 
his wits to throw Ganon’s 



• IMPA 

Princess Zelda s nursemaid is descended 
from a long line that has served the royal 
family of Hyrule for generations. Her 
role is to care for various articles related 
to the royal family as well as pass down 
the kingdom s history and folklore. Her 
line treasures the heirlooms of the great 
kings, and passes down the tragedy of 
Princess Zelda 1. 


• LINK 

A young traveler. He encounters Impa 
while visiting Hyrule. It is thought that 
he may be the descendent of the Link 
who defeated Ganon and departed on a 
journey to continue his training during 
the Era of Light and Dark. 




Link and Impa 


Link on his travels 
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THE PEOPLE OF LESSER HYRULE 

Surrounded by harsh but abundant nature, the 
people have taken up residence and live out their 
day-to-day lives in caves and dwellings under the 
earth. Likewise, the traders of Hyrule peddle their 
wares in caves underground, selling a variety of 
objects. One can also find springs where fairies 
reside, which act as places of healing for travelers. 
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SEEKING THE EIGHT 
SHARDS OF THE TRIFORCE 

Link, after much suffering, managed 
to locate the eight dungeons, collect 
the shards of the Triforce from within 
them, and complete the Triforce of 
Wisdom. 




THE TRIFORCE OF WISDOM 

Using the power of the Triforce of 
Wisdom, Link crushed the Demon 
King and saved Princess Zelda. 

Thus, the Triforce of Wisdom and 
the Triforce of Power were restored, 
and, for a brief time, peace visited the 
kingdom of Hyrule. 



Ihc battle between Link and Ganon 



THE DESTRUCTION OF HYRULE 

Even after defeating Ganon, Link remained in the kingdom and lent 
a hand to the reconstruction efforts. However, this was all for naught, 
as the land of Hyrule was again laid to waste by Ganon s underlings in 
a plot to resurrect him. 



Canon's underlings 


• THE EIGHT DUNGEONS 

The eight labyrinthine dungeons are 
shaped like and named after the eagle, 
the moon, the manji, the snake, the lizard, 
the dragon, the demon, and the lion. 
Impa teaches Link their approximate 
shapes. Within each labyrinth, he is able 
to obtain a more detailed map. 



• RESCUING THE PRINCESS 
ZELDA 

Zelda was imprisoned in the depths of 
a dungeon prior to Link s life-or-death 
struggle with Ganon. Link beats back 
the flames surrounding the princess 
with his sword, and manages to free her. 


• GANON S RESURRECTION 

It is said that Ganon can be resurrected 
by sacrificing Link, the one who defeated 
him, and sprinkling the Hero’s blood 
over his ashes. 
















ERA OF DECLINE 
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THE MARK OF THE CREST APPEARS ON LINK 



Six years after the suppression of the Demon King; a mark resembling 
the crest of the royal family suddenly surfaced on the back of the left 
hand of Link; now sixteen years old. Link; 
concerned; passed on this information to Impa. 

Surprised and flustered; she brought Link to the 
North Castle. 


PRINCESS ZELDA I, ASLEEP ON THE ALTAR 



Link and Impa arrived before an unopened chamber in the North 
Castle. Link pressed his crest against the door; and it opened with a 
clatter. The room within 
contained an altar; upon 
which a beautiful girl 
lay. The sleeping girl 
was Princess Zelda 1, 
who had been cursed to 
slumber for all eternity. 



UNRAVELING THE 
HISTORY OF HYRULE 

Impa recounted to Link the 
story of Princess Zelda I; and 
entrusted him with six crystals 
and a scroll bearing the crest 
of Hyrule s royal family. 


• THE UNOPENED CHAMBER 

Only the chosen one capable of wielding 
the Triforce can open it. The means of 
entry is a secret to everyone but Impa’s 
line. 


I # THE SCROLL OF THE ROYAL 
FAMILY 

Left behind by the king of Hyrule after 
his passing; the scroll was handed down 
by Impa s line. Despite being written in 
completely unfamiliar script; Link is 
able to read the scroll as though it speaks 
to him. 


\ 




■V 































i 








HH 

HH 


4 

U 

PM 

Q 

O 

PP 

PM 

O 

P^ 

H 

Pm 

4 

s 

H 



LINK’S 

DETERMINATION 

Recorded on the scroll was 
the location of the Triforce 
of Courage. Impa appealed to 
Link; asking him to complete 
the Triforce and save Princess 
Zelda I. Link had made his 
decision. He set out on his 
own; heading for the palaces. 


THE SIX PALACES AND THE GREAT 
PALACE AT DEATH MOUNTAIN 


life and death. 


PEACE IN HYRULE 

Link; having obtained the 
Triforce of Courage; used the 
Triforce s power to awaken 
Princess Zelda I from her 
slumber. He thus prevented 
Canon’s resurrection and 
restored peace to the land of 
Hyrule. 



Inserting the six crystals he had received from Impa into the stone statues 
located deep within the palaces dotting Hyrule; Link dispelled the 
barrier in the Valley of Death and opened the path to the Great Palace. 

After achieving victory against the guardian deity that lay in 
wait forhim within the Great Palace; the Hero continued deeper within. 
In a final trial; Link 
was attacked by his own 
shadow; but he managed 
to defeat it in a battle of 




• THE SIX PALACES 

These palaces serve as a barrier to the 
Great Palace; in which the Triforce of 
Courage is hidden. Guardian deities are 
placed at their entrances to defend them 
against outside invaders. Only one who 
is worthy will be able to defeat them and 
dispel the barrier. 




• THE GREAT PALACE 

A palace located in the Valley of Death; 
deep within the mountains of eastern ' 
Hyrule. The final guardian deity the 
Thunderbird; protects the Triforce of 
Courage. 


• LINK S SHADOW 

A black shadow whose shape is identical 
to Link. Once a traveler reaches the 
depths of the Great Palace, this creature 
oozes out of their shadow and attacks, 
serving as their final trial. Like Link, it 
fights using a sword and shield, jumping 
at will. 


The power of the gods had been restored to Hyrule 
through the courage of a young boy. 

Did generations pass, full of peace and the light of prosperity? Or did the curtain rise on an age 
of darkness, when people quarreled in their search for power? 

The future of this timeline has yet to be unraveled. 














The Twilight Realm and 
THE Legacy of the Hero 

The Hero of Time was victorious, successfully sealing away Ganon. Link returned 
to his original time and met with Princess Zelda, setting a new timeline into motion. 



An Alternate History of Hyrule 


THE RETURN OF THE HERO OF TIME 


Princess Zelda used her power to rewind the seven years that Link had 


spent sleeping; and restored the 
Hero to his original era. 

Upon his return; Link wasted 
no time in making for Hyrule 
Castle courtyard. There; he 
found Princess Zelda watching 
Ganondorf; just as she had been 
when they first met. 



Navi departs 



• THE HERO’S RETURN 

Link finds himself back in the Temple 
of Time. The Master Sword has not 
yet been drawn from its pedestal, and 
the way to the Sacred Realm has yet 
to be opened. His companion. Navi, 
disappears into the heavens, and Link 
steps into a new timeline. 



• THE TRIFORCE OF COURAGE 


Meeting Princess Zelda 


A PORTENT OF THE FUTURE 


Link bears the proof of his courage on 
the back of his hand. Because Ganondorf 
was sealed away along with the Triforce 
of Power, the rest of the Triforce 
remained within the chosen ones. 



Link warned Princess Zelda of what the future would bring. Hearing 
his words, the princess entrusted the Ocarina of Time to Link and 
instructed him to travel far away in order to prevent Ganondorf from 
entering the Sacred Realm. 

Just then, the mark of the Triforce of Courage on the back of Link s 
hand began to glow. Link the Hero, who had won his battle against great 
evil in the world of the future, left on a secret journey. 


LINK S DEPARTURE 

Link set off on his horse, Epona, who lived at Lon 
Lon Ranch. 

Months passed as he wandered in search of his 
companion. Navi, eventually losing himself in a 
mysterious forest. 

It just so happened that this forest led to a parallel 
world known as Termina. 


Link, hearer of the crest of 
the Triforce of Courage 


Link and 
Epona 

































THE WORLD THAT ENDS 
IN THREE DAYS 

Termina was in trouble. The moon was 
plummeting toward the earthy and; in three 
days’ time; the world would be destroyed. 

A young imp known as Skull Kid had 
snatched Majora s Mask from a traveling 
mask salesman. With the aid of the mask s 
terrible power; his 
actions had gone 
beyond the scope of 
mischief; and the effects 
of his pranks could be 
felt all over Termina. 

The imp’s trickery 
didn’t stop there. He 
also snatched Epona 
and the Ocarina of 
Time from Link; trans¬ 
forming the Hero into 
aDeku Scrub. 


Skull Kid and 
Tael the fairy 


Deku Link 


- 

• TERMINA 

A strange parallel world; where many , ^ 

of the inhabitants look identical to the ^ 
people of Hyrule. ■ ^ 

■' I'* 


Cremia and Romani^ sisters ^ 

who resemble HyruWs Malon 


• MAJORA S MASK 

A sinister mask that was used for j 

j ^ 

incantations long ago. 


A NEW ALLY 

After regaining possession of 
the Ocarina of Time; Link was 
able to return to his original 
form using a mask. However; 
the Happy Mask Salesman 
entreated him to recover 
Maj ora’s Mask. 

Together with Tati; who was 
worried about Skull Kid; Link 
decided to put an end to the 
imp’s excessive meddling. 


Link and Tati 
thefairy 


Happy Mask 
Salesman 


Majorats Mask 


• TATL THE FAIRY 

A fairy who; together with her brother; 
Tael; makes mischief with Skull Kid. She 
is left behind by the imp while trying to 
escape from Link; and eventually she ^ 
joins forces with the Hero. 


THE FOURREGIONS OF TERMINA 

Termina is dominated by four regions; 
to the north; south; east; and west; with 
Clock Town’s Clock Tower at its center. 
The regions consist of the swampland of 
Woodfall; the mountains of Snowhead; 
the ocean of Great Bay; and the canyon of 
Ikana. The kingdom of Ikana is in ruinS; 
but the other regions are governed by the 
peoples who inhabit them. 


The ghosts 
of Ikana 


The Indigo-Go% 
of the Zorfl tribe , 
of Great Bay 


The Deku tribe of Woodfall 


The Goron tribe of Snowhead 


Turmoil in the Parallel World 
OF Termina 



























CLOCK TOWN: 

AN ATMOSPHERE 
OF UNREST 

Link first found himself in 
a place called Clock Town. 
Three days before the lo¬ 
cal carnival; the town was 
thrown into chaos when 
the moon began to fall. 
The shadow of the lunar 
body grew bigger with 
each passing day. 

Using the Ocarina of 
Time; Link was able to re¬ 
wind the passage of time 
to three days before the 
moon fell. He collected a 
number of mysterious 
masks and righted the un¬ 
usual changes that had 
taken place in the world; 
reviving the legendary 
giants that slept in the four 
regions of the land. 



• THE MYSTERIOUS MASKS 

The masks; which hold the spirits of the 
dead; cause the wearer to transform into 
a shape resembling the departed. Link 
uses the masks to undergo transforma¬ 
tions; gaining powers not native to his 
human form. Link s transformation into 
a Deku Scrub is caused by the spirit of 
a member of the Deku tribe that died 
in the forest connecting Hyrule and 
Termina. 


Clock Town 


Zora Link 


Goron Link 


THE FOUR GIANTS 
AND MAJORA’S MASK 

The day of destiny had arrived. The Four 
Giants stretched out their arms and held 
up the mooU; stopping it from plunging 
into the town. 

However; the mastermind behind these 
events was none other than Majora s Mask. 
Link pursued the mask to the center 
of the moon. There; a strange battle un¬ 
folded. Link transformed into the Fierce 
Deity and eradicated the threat. 

Majora s Mask was then returned to 
the Happy Mask Salesman; and the terror 
caused by the falling moon no longer held 
the world in its grip. 



Fierce 

Deity 

Link 


As night fell on the third day; Clock Town was safe. Link watched 
the happy citizens enjoying the Carnival of Time. 

The Hero took his leave of Termina; and his whereabouts after 
that are unknown. 


• THE LEGENDARY GIANTS 

Skull Kid s friends are guardian deities 
that inhabit each region of Termina. 
Though they depart to the four corners 
of the earth to fulfill their purpose; Skull 
Kid feels that they have abandoned him 
and goes on a rampage with the power 
ofMajoras Mask. 



The moon and Skull Kid 


CLOCK TOWN AND THE MAYOR’S 
HOUSEHOLD 

Clock Town; seated at the heart of Termina; has a giant 
clock tower at its center. The yearly carnival brings visitors 
from all over. 

The household of the mayor includes a son named Kafei; 
who will soon marry a woman named Anju. However; Kafei 
has been transformed into a child by Skull Kid. 



Kafei, transformed KafeVs 
The mayor Madame Aroma into a child fiancee, Anju 






















The Demon Thief Ganondorf Is Executed 



Ganondorf 


DARK CLOUDS MENACE 
HYRULE 

In Hyruk; Princess Zelda was informed 
of what would happen in the future by 
Link; the Hero of Time. She realized 
that leaving Ganondorf to his own 
devices would cause the downfall of 
her kingdom. 

Many years later^ Ganondorf; the 
infamous demon thief who wielded 
the power of magiC; was finally to be 
executed. 



THE ARBITER’S GROUNDS AND 
THE MIRROR OF TWILIGHT 

The Ancient Sages performed the execution 
of Ganondorf in the Arbiter s Grounds. How¬ 
ever; Ganondorf; who had been chosen by 
the Triforce of Power; did not perish; and 
managed to kill one of the sages. Thrown into 
a paniC; the remainder of the sages used the 
Mirror of Twilight to banish Ganondorf to 
the Twilight Realm. 

They were then instructed by the gods to 
protect the mirror. 



• THE DEMON THIEF 
GANONDORF 

The Ganondorf of this timeline is able 
to wield magic due to his possession of 
the Triforce of Power. However; since 
Link was able to warn Princess Zelda 
of the future; Ganondorf did not enter 
the Sacred Realm or lay his hands on 
the completed Triforce. Link returning 
from the future bearing the Triforce of 
Courage made it so that Ganondorf was 
unable to consolidate the omnipotent 
power of the Triforce within himself. 


• THE SAGES 

Details regarding the sages who exist in 
this era are largely unknown; including 
their names. From the crests depicted on 
their clothing, we can ascertain that the 
sages represent light, forest, fire, water, 
shadow, and spirit. 



• GANONDORF S MALICE 

Ganondorf is full of wickedness and 
hatred. 


Ganondorf execution 


I 


Ganondorf and his malice, sent to the Twilight Realm, plunged the 
shadowy domain into madness. 



Exiled hy the Mirror of Twilight 



THE HISTORY OF THE TWILIGHT REALM 

Long; long ago, the people of the world were filled with piety, and the land knew 
many years of peace. Before long, however, conflict began to arise in the sacred 
realm called Hyrule. People began to appear who were proficient with magic, 
and they attempted to control this sacred realm with their powers. 

The gods dispatched four Light Spirits, who sealed the usurpers’ magic into 
Fused Shadows. They then banished the offenders to the Twilight Realm using 
the Mirror of Twilight, so that they would never be able to return to the Light 
World. Those who lived in the Twilight came to be known as the Twili. 

























T 


3 w 

s I s 


^ PC 
H . y 



The Invasion of Shadow and 
THE Twilight Realm 



Midna 


GANONDORF’S POWERS OF DARKNESS 

Ganondorfwas sent to the Twilight Realm. There; 
the Demon King granted the ambitious Zant mag¬ 
ical powers and began plotting to unite the Light 
World and the Twilight Realm into a single realm 
known as the Dark World. 

Zant s influence steadily increased. Clouds of 
darkness covered the Twilight Realm; and the 
Twili began transforming into demons. 

Midna; the Twilight PrincesS; attempted 
to oppose him; but was cursed and fled to the 
Light World. 


THE KING OF TWILIGHT, ZANT, 
INVADES THE LIGHT WORLD 

The peace that had reigned in the Light World 
for hundreds of years was broken by Zant s army 
of Shadow Beasts. Zant, now known as the King 
of Twilight; launched an invasion of Hyruk; and 
Princess Zelda was faced with a decision. Would 
she allow the kingdom to be destroyed in the fires 
of war; or would she surrender and allow Hyrule 
to fall under the domain of the Twilight? The 
princess chose the latter. 

Across the land; the Light Spirits lost their 
light to the Twili. The Light World was gradu¬ 
ally transformed into Twilight; and the people; 
not realizing what was happening; were filled 
with a shadowy fear. 


Princess 

Zelda 



• MIDNA 

Princess of the Twilight Realm. A curse 
placed upon her by Zant causes her 
to physically transform and lose her 
magical abilities. In the Light World; 
she appears as a shadow. 


• THE TWILIGHT REALM 

Also known as the Twilight. Humans 
who enter this domain are transformed 
into spirits; though they do not realize 
what has happened. 



• THE LIGHT SPIRITS 

These spirits who once sealed away the 
Twili now guard the different regions of 
Hyrule. Their names are Ordona; Faron; 
Eldin; and Lanayru. 




Zant’s raid 


Hyrule Castle enshrouded in Twilight 


Faron 


PEOPLE OF THE TWILIGHT REALM 

The Twilight Realm is a beautiful place; enveloped in the calm of a falling dusk. 
The inhabitants are gentle; pure-hearted creatures who make their homes within 
the realm s radiance. The Twili wield the power of magiC; though its strength does 
not reach the levels possessed by those who were sealed away in ancient times. 
Members of the powerful royal family choose one from among themselves to 
inherit the position of leader. 

The people of the Twilight lived in peace for many yearS; but there were those 
among them who felt that the denizens of the Light World were oppressing them. 
Despite Zant s ambitions; he was not chosen to be king; and Princess Midna instead 
became leader of their people. 
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MIDNAAND LINK MEET 



Midna began searching for a way to oppose Zant. Just then^ a human 
appeared who had been transformed into a beast by the Twilight. It was 
none other than Link; a young man from Ordon Village in whose veins 
flowed the blood of the Hero of Time. 

According to a legend passed down 
in the Twilight; the savior of the world 
would appear in the form of a beast. 

Midna decided to join Link to defeat 
Zant and take back the Twilight Realm. 


Midna and 
Link in his 
beast form 


• LINK 

A young goatherd who makes his 
home in Ordon Village. He possesses 
the qualities of the Hero and remains 
a beast in the Twilight; without being 
transformed into a spirit. 



Link 


OF FUSED SHADOWS AND LIGHT SPIRITS 


• THE FUSED SHADOW 



Link took on the role of the HerO; restoring light to each region of the 
land and finally regaining his human form. With the help of Link; 
Midna began to collect the Fused Shadows. However; she was attacked 
by Zant; who stole the shadows and left her on the brink of death; 
suffering from grave wounds. Link 
was also cursed by Zant; and turned 
into a beast once more. 

The Hero met with Princess Zelda 
at Hyrule Castle; who advised him 
to obtain the Master Sword. The prin¬ 
cess then poured all her power into 
Midna; saving her life. Link acquired 
the Master Sword from the Sacred 
Grove; and his curse was lifted by the 
sword s ability to dispel magic. 


An ancient magical object that was 
sealed away by the Light Spirits. Midna; 
the Twilight PrincesS; wears one piece 
as a helmet; while the remaining three 
shards are hidden in temples. 


Princess Zelda, 
clad in a robe 


Link draws the Master Sword 


ORDON VILLAGE AND ITS CITIZENS 

The lush hamlet of Ordon Village is located to 
the south of Faron Woods in the province of 
Ordona. The inhabitants live in harmony with 
nature; raising animals such as mountain goats 
and harvesting cropS; including pumpkins. 

Link sets out to save the village children 
following their abduction by Zant. 




























^ • THE MIRROR OF TWILIGHT 

' The mirror^ placed in the Arbiter’s 
I Grounds^ is the only means of 
connecting the Twilight Realm and the 
Light World. Only the ruler of the Twili 
can cause it to vanish. 

• THE CITY IN THE SKY 

A city in the heavens where an ancient 
civilization^ the Oocca^ flourishes. The 
city once maintained friendly relations 
with the royal family of Hyrule. Even 
today the folklorist Impaz has inherited 
I the role of guide^ lending her wisdom to 
emissaries bound for the heavens. 

Its relation to the Sky Era city of 
Skyloft is unknown. 

1 
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REPAIRING THE MIRROR OF TWILIGHT 

Link and Midna at last arrived before the Mirror of Twilight^ the 
entrance to the Twilight Realm. Midna became furious when she learned 
that Zant had broken the mirroy and that everything that had happened 
' was the result of Ganondorf s banishment to the Twilight Realm. 

The two set out to collect the shards of the Mirror of Twilight. Their 
journey saw them travel not only across the great span of Hyrule^ but 
also to the illusory City in the Sky. They succeeded in repairing the 
mirroy and then traveled to the Twilight Realm to defeat Zant. 


The sages apologize to Midna 


The passage created hy the mirror 


A Twili turned 
into a demon 


Oocca 


• THE TWILIGHT REALM 

This realm has been covered in darkness 
by the powers of Zant and Ganondorf^ 
and the Twili have been changed into 
demonic forms. 
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THE USURPER KING ZANT WAITS 
IN THE PALACE OF TWILIGHT 


The light liberated from the 
Twilight Realm came to rest 
within Link s sword, driving 
back Zant s powers of dark¬ 
ness. Even the guardian deity 
of the Twilight Realm came 
to recognize him as a hero. 

Link confronted Zant in 
the Palace of Twilight. Midna 
regained the Fused Shadow 
from Zant, and destroyed 
him with the Twilight s an¬ 
cient powers. 




Phantom 

Zant 




Hyrule Castle, located in Lanayru Province, sits 
at the heart of the world. The provinces known as 
Lanayru, Faron, Eldin, and Ordona bear the same 
names as they did in the Era of the Goddess Hylia. 
They are protected by the Light Spirits who share 
their names. 

As the figure depicts, the writing system corre¬ 
sponds to the English alphabet, making it possible 
to decipher. 



























HYRULE CASTLE IS SHROUDED IN TWILIGHT 


• THE RESISTANCE 




Zant s defeat did not mark the end of Link s struggles. The King of Dark¬ 
ness yet remained: he who had used Zant to extend the domain of the 
Twilight and gain control of Hyrule. Link; with the help of the Resistance; 
advanced on Hyrule Castle; which was enshrouded in Twilight. 


An organization that uses Telma s Bar 
in Hyrule Castle Town as a base for its 
maneuvers. The members are currently 
investigating the unusual phenomena 
that have been occurring all across the 
world. Telma is impressed by Link s 
skills and invites him to join the group. 


The Resistance 


GANONDORF IS FULLY 
RESURRECTED 

Ganondorf; King of DarknesS; who had been 
resurrected in the Light World; remained seat¬ 
ed on the throne of Hyrule Castle. He launched 
his attack by taking possession of Princess 
Zelda and transforming into a demonic beast. 
He later waged a battle with Link on horseback. 

Once Princess Zelda s spirit; which remained 
inside Midna; was returned to her body; she 
defended Link using the Light Arrows. 


Telma 


Consecutive battles with Ganondorf 


TRACES OF THE ERA 
OF THE HERO OF TIME 

The Goron tribe and the Zora tribe 
continue to be prosperous during this 
era. The Kokiri tribe does not make an 
appearance; all that remains of them is 
their tribe s symbol in the Forest Temple. 

The Temple of Time; home to the 
Master Sword s pedestal; has rotted away 
and lies in ruins within the forest. 


The Zora 
tribe 


The Forest 
Temple 


The Goron tribe 
























PRINCESS ZELDA’S RESURRECTION 
AND GANONDORF’S SUPPRESSION 




Ganondorf took up the blade that had been used by the sages in his 
own execution and commenced the final battle. However^ Link was 
' successful in defeating him. 

Ganondorf; the King of Darkness^ had lost; and the crest of the 
Triforce of Power faded from the back of his hand. The curtain fell 
on the destiny of the demonic thief 
Ganondorf; seeker of the Triforce ... 

at least for a time. Ganondorf 

However; the invasion by the 
Twilight had produced much hostility 
and the existence of a counterpart 
world to Hyrule had been exposed. 

The events of this time left behind a 
lingering scar whose effects would be 
felt in future eras. 


PRINCESS MIDNA. RESTORED TO HER TRUE 


FORM AND THE TWILIGHT 

Once the curse had been lifted; 
Midna regained her true form; that 
of a bewitching princess. She then 
returned to the Twilight Realm; 
smashing the Mirror of Twilight 
so that her world would never 
intersect with the Light World 
again. Her final request was that 
the denizens of the Light World 
not forget that there was another 
world within its shadows ... 

Link returned the Master Sword 
to the forest and went back to 
Ordon Village. The world received 
the blessings of the gods once 
more; and the land was covered 
in light. 


REALM 



Battle against the Twilight 


LINK; THE DESCENDENT OF THE HERO OF TIME 

When Link steps into the Twilight; the crest of the Triforce 
of Courage on the back of his hand begins to gloW; and he is 
- transformed into a beast. When he regains his human form; he 
. finds himself wearing the green garb of the Hero. 

^ The spirit of Link s ancestor; the Hero of Time; teaches him his 
secrets. Ever since returning to the Child Era; the swordsman has 
lamented the fact that he was not remembered as a hero. This is 
' the reason he passes down the proof of his courage and his secret 
techniques to the Link of this era; addressing him as “son.’’ 



Link clad in green 


• THE TRIFORCE OF POWER 

The power that dwells within Ganon¬ 
dorf. When he loses his battle; the crest 
disappears. 



The crest disappears 


• MIDNAS TRUE FORM 

I The curse that was wrought by the power 

I of darkness is lifted after the defeat of 
Ganondorf. 

! 



Midna 



Link and the Hero's shade 













FOUR SWORDS ADVENTURES 
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The Trap Lurking in Link’s Shadow 


THE CYCLE OF THE GERUDO THIEF GANONDORF 

Several hundred years after Ganondorfs defeat^ relations between 
Gerudo Village and Hyrule had become friendly once more^ and peace 
had been restored to the land. 


However^ one day a new 
Ganondorf was born into 
the world. He violated the 
laws of the town^ trespassing 
into an ancient pyramid 
and taking possession of 
the Trident. He also stole 
the Dark Mirror from the 
Temple of Darkness in the 
forest in order to turn Hyrule 
into a place of darkness. 



Gerudo Village 


PLOTTING TO OBTAIN THE POWER OF DARKNESS 

In order to enshroud Hyrule in darkness^ 


Ganondorf began to usurp people s power. 
The first goal on which he set his sights was 
the resurrection of the evil wind sorcerer 
Vaati; who had been sealed away during the 
Force Era. Ganondorf used the power of the 
Dark Mirror to bring Shadow Link into the 
world; throwing Hyrule into chaos. 



Shadow Link 


THE RESURRECTION OF THE EVIL 
WIND SORCERER VAATI 

The reigning Princess Zelda^ wary of the dark clouds that covered 
Hyrule; brought Link and the six Maidens to the Elemental Sanctuary to 
see whether the seal on Vaati 


was weakening. However; 
the moment the door to the 
Elemental Sanctuary was 
opened; the Maidens were 
swept off to different corners 
of Hyrule by the power of 
the darkness. 
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Princess Zelda and the Maidens 
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Shadow Link 
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• THE TRIDENT 

An evil weapon born of darkness that 
slumbers within the pyramid. It is said 
that no one who enters the pyramid 
returns alive. On the stone monument 
that stands beside the pyramid is written; 
“Does your soul cry for destruction and 
conquest? We grant you the power to 
ruin the world.” 



The pyramid 


• THE DARKMIRROR 

A mirror that reflects the evil heart of its 
bearer; spawning demons. It was once 
used to imprison the Dark Tribe; who 
attempted to invade Hyrule; and thus 
it was hidden inside a temple with no 
connection to the Dark World. 

Its relation to the Mirror of Twilight 
that serves as a path to the Twilight 
Realm; as well as the magic mirrors that 
exist in other timelineS; is unknown. 


• THE EVIL WIND 
SORCERERVAATI 

Using the Four Sword; Vaati was sealed 
into the Elemental Sanctuary a place 
visible only to children; by Link and 
the reigning Princess Zelda. Following 
his imprisonment; the sanctuary was 
watched over by the young Princess 
Zelda and the Maidens. 


• SHADOW LINK 

Demons identical to Link that are born 
of the Dark Mirror and possess the 
power of darkness. The resentment and 
evil thoughts of the defeated Ganondorf 
travel across time and space; emerging 
as shadows in the shape of the Hero. 
The ones that appear in the Elemental 
Sanctuary set a trap aimed at getting Link 
to break Ganondorfs seal. 
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THE JOURNEY TO GATHER THE LIGHT 
FORCE AND GANONDORF’S PLOTS 

The Four Sword in Link s possession did not contain enough power 
to crush the darkness. The four facets of the Hero thus set out on a 
journey to obtain the Light Force while rescuing Princess Zelda and 
the Maidens. 

Meanwhile^ Ganondorf resurrected Vaati in Hyrule Castle. Once 
he became aware of Link s travels^ he set out on a new course of 
action. In order to gain even more dark powers, he used Vaati to turn 
the Royal Jewels into the gateway to the 
Dark World. Ganondorf then utilized the 
power of the Trident to defeat the Knights 
of Hyrule one by one as they rushed to the 
rescue, transforming them into demons. 

He then placed a curse on the Royal Jewels 
they held. 

The now demonic Knights of Hyrule and 
their Royal Jewels were scattered across the 
kingdom by Shadow Link and his kin. The 
Tower of Winds also disappeared from sight. 

With the Royal Jewels transformed into 
gateways to the Dark World, demons began 
appearing in the land of Hyrule once again. 


The Light Force is plentiful in this land, with desert to 
the west, forest to the east, and a towering mountain 
range. The construction of the tower that leads to the 
Palace of Winds is its most notable characteristic. 


THE RESURRECTION OF VAATI 

Link, who was left behind, drew the Four Sword that rested deep within 
the Elemental Sanctuary so he could rescue Zelda and the Maidens. 
Doing so split his body into four copies, as the legend had foretold. The 
act of drawing the sword also caused the evil wind sorcerer, Vaati, who 
had been sealed away, to be released. 


• THE LIGHT FORCE 

The power that dwells within all the 
creatures of the world. It was originally 
stored within the Four Sword, but the 
power was lost due to Vaati s magic. 


• THE KNIGHTS OF HYRULE 

The Blue Knight, the Green Knight, the 
Red Knight, and the Violet Knight are 
swordsmen who have protected Hyrule 
for generations. Gallant and loyal, the 
pride of Hyrule, these knights would not 
hesitate to give their lives for their cause. 

• THE ROYAL JEWELS 

Sacred treasures that open the path 
to the heavens. For generations, the 
royal family of Hyrule have entrusted 
protection of the Royal Jewels to the 
Knights of Hyrule, in whom they hold 
great faith. 

• THE TOWER OF WINDS 

The passage to the heavens that is opened 
using the four Royal Jewels possessed 
by the Knights of Hyrule. It appears 
once the Royal Jewels are enshrined in 
the Elemental Sanctuary. Ganondorf 
snatches the jewels, and not only does 
he curse them, but he also ensures that 
no one will be able to reach the Palace of 
Winds, where Vaati dwells. 


Link is split in four 


VaatVs release 


Link and the 
Light Force 
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THE FINAL MOMENTS OF THE EVIL 
WIND SORCERER VAATI 

The four Links rescued the Maidens from each corner of the land; 
liberating the Knights of Hyrule and the Royal Jewels that had fallen 
into darkness. Upon receiving the four Royal Jewels from the knightS; 
the Links ascended the Tower of Winds from the Elemental Sanctuary 
using the power of the Maidens. 

The Heroes saved Princess Zelda from the top of the tower and 
continued on to the Realm of the Heavens^ where the Dark Mirror 
that had been incessantly spawning Shadow Links lay. The four Links 
then recovered the mirror and defeated Vaati in the Palace of Winds. 



Battling the darkness 


THE CONFRONTATION WITH CANON 
AND RENEWED PEACE 

The four Links and Princess Zelda made for the surface world as the 
Palace of Winds crumbled beneath them. There; Canon appeared. The 
facets of Link cooperated with Princess Zelda to crush him; successfully 
sealing Canon with the Four Sword. ‘T am the King of Darkness! I 
cannot be destroyed by insects like you!” he cried as he was sealed 
away. Light shone out all around them; and the darkness began to part. 

Link placed the Four Sword he had used to seal Canon back into its 
pedestal in the Elemental Sanctuary; and his facets were once again 
united. Returning to Hyrule Castle; the Hero received a grand welcome. 
Princess Zelda looked down on the proceedings from the hall in the 
chamber of the Triforce within the castle. 


• VAATI 

Vaati was once a member of the Minish 
tribe; but transformed into an evil 
sorcerer due to his admiration of the 
hearts of the wicked. After being sealed 
and resurrected; he is finally defeated. 



Vaati 


•CANON 

No trace remains of the human known 
as Ganondorf. He was heard to lament; 
“The power I have attained from the 
people of Hyrule is not yet enough.” 
From Ganon s wordS; we can surmise 
that he did not have the power he needed 
to cover Hyrule in darkness. 



Ganon 


The evil sorcerer Vaati had become caught 
up in the cycle of Ganondorf the Thief 

Will the Light World never be free of the threat of darkness? 

There may come a time when the land will have need of the Four Sword once again. 
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The Hero of Winds 
AND A New World 


Ganondorf the Thief had obtained the Triforce of Power and transformed into the Demon 
King Ganon. 

The Hero of Time successfully sealed away his foe. Victorious^ he then departed to his original 
era, and purity began to return to the world once more. However, Hyrule s troubles continued. 
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Peace Is Restored to Hyrule 
BY THE Hero of Time 




THE HERO RETURNS 
TO HIS ORIGINAL ERA 

With the help of the sages and 
the Hero of Time^ Princess 
Zelda sealed away Ganon and 
returned Link to his original 
era. To ensure that the Sacred 
Realm could not be reopened^ 
she put the Master Sword back 
in its pedestal and closed the 
Door of Time. 

The passage between eras 
was sealed; and the Triforce of 
Courage continued its slumber 
somewhere in the land. 



The Master Sword 


THE PURIFICATION OF HYRULE 

The dark clouds that had gathered over Hyrule parted; and light began 
to return to the world. However; once enough time had passed that the 
deeds of the Hero of Time had faded into legend; the creeping hand of 
evil beset the kingdom once more. 


• THE HERO OF TIME’S RETURN 

Upon returning to his original era. Link 
replaces the Master Sword in its pedestal 
and brings his beloved horse, Epona, 
back to Lon Lon Ranch. 



Link and 
Epona 
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THE DEEDS OF THE HERO OF TIME 
ARE PASSED ON AS LEGENDS 

Even in the eras after the kingdom of Hyrule vanished from the earth, the 
legend of the Hero of Time and the kingdom where the power of the gods 
slumbered continued to be passed on from generation to generation. From the 
Hero s green garb to the details of his departure, the events of the story were 
handed down in the form of a scroll, becoming a legend from a bygone era. 


From the Scroll of the Hero of Time 
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One of the scripts used in the eras in which 
the Hylians ruled. The same characters are 
still in use in New Hyrule hundreds of years 
later; in the Era of the Great Sea. 

It is possible to decipher this writing system 
using the chart at right to match each charac¬ 
ter with its Japanese equivalent. 
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The Chronicle of the Sinking of Hyrule 


GANONDORF IS RESURRECTED 
IN THE ERA WITHOUT A HERO 

Ganondorf; formerly sealed away crawled 
up from the depths of the earth and en¬ 
shrouded Hyrule in darkness once more. 
The prayers of the people were in vain^ and 
the Hero never appeared. 

Out of hope and out of time^ King Daphnes 
Nohansen Hyrule made his decision: He 
would entrust the fate of his kingdom to 
the gods. 


From the Scroll of 
the Hero of Time 


• THE CHARM OF 
THE ROYAL FAMILY 

A charm honed from a Gossip Stone^ 
passed down by the royal family since 
ancient times. It was given by the king 
of Hyrule to his daughter^ the princess. 
Members of the royal family can 
converse telepathically via the stone. It 
continues to be carefully handed down 
in the present era^ known to its bearers 
as the Pirate s Charm. 




THE GODS DECIDE TO SEAL 
HYRULE AWAY 

The gods chose which of the king¬ 
dom s subjects would ascend to the 
new land; telling them to escape to 
the tallest mountains. They then 
flooded the world; sinking Ganondorf 
and Hyrule to the bottom of the 
ocean and sealing them away. 

Though the king was sealed along 
with his kingdom; the princess took 
a piece of the Triforce that had been 
broken in two by the king and man¬ 
aged to escape to the ocean s surface 
with several of her retainers. 


King Daphnes 
Nohansen Hyrule 


The princess of Hyrule 
and her retainers 


The Pirate^s Charm 
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Ganondorf’s Repeated Resurrections 


t 


GANONDORFS PLOTS 

Hundreds of years passed^ and 
Ganondorf^ who should have 
heen sealed at the bottom of the 
ocean along with Hyrule^ was 
resurrected once again. He gave 
an order to his minions to attack 
the Wind and Earth temples^ 
killing the two sages whose 
prayers gave the Master Sword 
the ability to destroy evil. 

Upon emerging from the sea^ 
he turned the Forsaken Fortress 
into his base of operations and 
began his search for Princess 
Zelda; a descendent of the royal 
family who possessed the Tri¬ 
force of Wisdom. 



Ganondorf 





THE GIRL WITH THE BLOOD OF THE 
ROYAL FAMILY AND THE PIRATES 

King Daphnes Nohansen Hyrule^ ordered by 
the gods to put an end to Ganondorfs ambi- 
tionS; awoke from his slumber. His spirit took 
up residence in a small red boat known as the 
King of Red Lions^ and he began searching 
for the new Hero 
and the descendent 
of the royal family. 

The descendent 
he sought had grown 
up as the leader of 
a group of pirates. 

Known as Tetra^ she 
had spent her life 
sailing the seas. 


The King of 
Red Lions 


Tetra and the pirates 


The continent that once contained the 
land of Hyrule has sunk to the bottom 
of the ocean; and only islands remain. 
Aside from the HylianS; who rule over 
the realm; a small number of peoples in 
whose veins flow the blood of the Kokiri; 
Goron; and Zora tribes yet survive. 


Windfall ^ 
Island 
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Adventure Brought by the Wind 


THE BOY MEETS THE KING OF RED LIONS 


• THE KIDNAPPED GIRLS 


In order to locate Princess Zelda^ Ganon- 
dorf took control of an ominous bird; kid¬ 
napping girls from all around the sea. In 
the midst of this villainy; the King of Red 
Lions discovered a boy named Link from 
Outset Island who had infiltrated the 
Forsaken Fortress in an attempt to rescue 
his kidnapped sister. 



Link enters the 
Forsaken Fortress 



Link of Outset Island 


Princess Zelda; in whose veins flows the 
blood of the HylianS; possesses their 
characteristic long ears. The ominous 
bird seeks out girls who share this trait 
and carries them off to the Forsaken 
Fortress. 



THE BOY FROM OUTSET ISLAND PROVES HIS COURAGE 


The kidnapped girls 



upon Link; which had been passed down 
by the royal family and the two set off on 
their adventure. 


Upon receiving a 
pearl from each god 
that watched over the 


land; Link raised the 
Tower of the Gods 


and found himself 


The King of Red Lions decided to gamble 
the future of Hyrule on the courage of 
Link; the boy who was trying to rescue 
his sister. He bestowed the Wind Waker 


proving his courage 
in a great trial. 


Link and the King 
of Red Lions 


• THE WIND WAKER 

In ancient timeS; the Wind Waker was a 
baton used to play songs that served as 
prayers to the gods. 



THE CUSTOMS OF THE HERO OF 
TIME ON OUTSET ISLAND 

On Outset Island; where LinkliveS; it is customary for 
boys who reach a certain age to don green garb in 
celebration of the Hero of Time. The green clothes are 
meant to imitate the legendary HerO; and thus they 
symbolize the hope that the boys will grow up to be 
courageous. The custom of decorating the inside of a 
house with a shield is also a vestige of this tradition. 
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From the Scroll of the Hero of Time 
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Zelda's awakening 
(from Niko^s picture shor^ 


AN ANCIENT BATTLE DECORATES THE 

^ INSIDE OF HYRULE CASTLE 

■ 

. Within the walls of Hyrule Castle, which lies at the bottom of the 
^ sea, sits a statue that brings to mind the Hero of Time. The Master 
Sword also rests deep within. The images of Canon and the six 
sages are depicted in stained-glass windows. The decorations in 
the chamber where the Master Sword rests in its pedestal bring 
to mind the sealing of Canon by the sages and the Hero of Time. 


Stained glass depicting 
the sages 


PRINCESS ZELDA IS AWAKENED 
BY THE TRIFORCE OF WISDOM 

The King of Red Lions, aware of the situation, 
invited Link and Tetra to the chamber of the 
Master Sword. There, he revealed his true 
form as the king of Hyrule. 

The fragment of the Triforce possessed by 
the king and the fragment possessed by Tetra 
united to form the Triforce of Wisdom, and 
Tetra awakened as Princess Zelda, the true 
heir to Hyrule s royal family. Princess Zelda 
remained hidden within Hyrule Castle, where 
Canondorf s hand could not reach her. 


•TETRA 

The leader of the pirates, Tetra possesses 
an unyielding spirit. She grew up without 
knowing she was the princess of Hyrule. 


Princess Zelda 


LINK RECEIVES THE APPROVAL OF THE GODS 

Link s courage was recognized as he underwent the trials in the Tower 
of the Cods. He obtained the legendary blade known as the Master 
Sword in Hyrule, the kingdom sealed deep under the ocean. 

He challenged the Forsaken Fortress once again in an attempt to 
subjugate Canondorf. However, the Master Sword had lost its ability 
to repel evil. He was not 
able to wound Canondorf 
even slightly, and the 
Demon King realized that 
Tetra was Princess Zelda. 

Link and Tetra barely 
managed to escape from 
the Forsaken Fortress 

with their lives. Hyrule Castle underwater 












• THE MASTER SWORD 

The legendary blade can only be wielded 
by the Hero. In this era, it acts as the key 
to the seal on the sunken kingdom of 
Hyrule. 


The Master 
Sword 
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TAKING MEASURES TO 
SUPPRESS GANONDORF 

The King of Red Lions directed Link 
to find the pieces of the Triforce of 
Courage, sunk beneath the sea. 

Because the sages Laruto and Fado 
had been killed by Ganondorf, Medli 
of the Rito tribe and Makar of the 
Korok tribe, in whose veins flowed the 
blood of the sages, headed for their re¬ 
spective temples. 


Medli 


Laruto 


• THE TEMPLES SLUMBERING 
INHYRULE 

The temples were sunk to the sea floor 
along with Hyrule, and there they 
continue to slumber. However, because 
their entrances sit atop tall mountains, it 
is possible to access them from the ocean s 
surface in the Era of the Great Sea. 


• THE SAGE OF EARTH 

This sage plays a harp. Medli, a maiden 
of the Rito tribe who later awakens as 
a sage, is an attendant to the guardian 
deity Valoo. Her predecessor as Sage of 
Earth was Laruto of the Zora tribe. 


THE PRAYERS OF THE 
SAGES AND THE POWER 
TO REPEL MAGIC 

The spirits of the previous sages, who 
had lost their lives at the hands of 
Ganondorf, awakened the new sages by 
playing special melodies on their 
instruments. 

Medli, the Sage of Earth, and Makar, 
the Sage of Wind, offered up their 
prayers and restored the power to repel 
magic to the Master Sword. 





i •THE SAGE OF WIND 

j This sage plays a violin. Makar of the 
Korok tribe plays the role of accompanist 
I in the Koroks’ annual ceremony. He will 
I later awaken as a sage. His predecessor 
I was Fado of the Kokiri tribe. 


THE SPIRITS THAT GUARD THE 
PEARLS OF THE GODDESSES 

Even after the land of Hyrule was sealed away, 
the guardian spirits of the three pearls of the 
goddesses remain. They are thought to be 
descended from Volvagia, the Deku Tree, and 
Jabu-Jabu, spirits that existed during the Era of 
the Hero of Time. 



The Deku Tree 


Jahun 



































THE BIRTH OF THE HERO OF WINDS 




Gathering the eight fragments from the seabed^ Link completed the 
Triforce of Courage. A crest appeared on his left hand; and his courage 
was recognized to be genuine. 

However; once Link and 


the King of Red Lions re¬ 
turned to Hyrule Castle; 
they witnessed Ganondorf 
carrying off Princess Zelda 
right before their eyes. 


Princess Zelda is kidnapped Taking a stand against Ganondorf 

(from Niko^spicture show) (from Niko^spicture show) 


• THE HERO OF WINDS 

Upon witnessing the gods’ approval of 
the boy who manipulates the wind to fill 
the boat’s sails using the Wind Waker; 
the King of Red Lions dubs Link the 
Hero ofWinds. 



Link and the King 
of Red Lions 


THE FATEFUL DECISION TO WISH 
UPON THE TRIFORCE 

Princess Zelda; who bore the Crest of Wisdom; had been taken to 
Canons Tower; which rested on the ocean floor in Hyrule. When Link 
arrived bearing the Crest of Courage; the three crests were united and 
the Triforce took on its true form. 

Ganondorf; hoping to resurrect Hyrule and rule over it; reached out 
to touch the Triforce and settle his fate at last. 


• THE TRIFORCE 

The divine power that Ganondorf 
previously failed to attain; these sacred 
triangles grant the wishes of those who 
[ touch them. As Ganondorf has only 
I succeeded in obtaining the Triforce of 
j Power; he needs to gather the Triforce 
I ofWisdom and the Triforce of Courage. 



Princess Zelda and the Crest ofWisdom Link and the Crest of Courage 


THE KOKIRI AND ZORA TRIBES TAKE 
ON NEW FORMS 

Some of the peoples in the Era of the Great Sea under¬ 
went drastic changes in form during the tumultuous eras 
of the past. The Kokiri now appear plantlike; having 
transformed into the Korok tribe; who spread greenery 
around the world with the spirit known as the Deku 
Tree. The Zora tribe; who now bear birdlike beaks; have 
transformed into the Rito. They grow their wings upon 
being blessed with one of the spirit Valoo s scales. 

The Goron tribe has not undergone much change; 
but its members wander the earth as vagabonds. 





The Goron tribe 


The Korok tribe The leader of the Rito tribe 

and his son, Komali 
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THE ANCIENT KINGDOM FADES AWAY 

Suddenly^ the king of Hyrule appeared and touched the Triforce before 
Ganondorf was able to. In a sonorous voice^ the king declared his wish: 
"Wash away this ancient land of Hyrule! Let a ray of hope shine on the 
future of the world 111” 



The king of Hyrule lays his hand on the Triforce 


GANONDORF’S FINAL MOMENTS 

Was it really worthwhile to ask the Triforce to destroy Hyrule in order 
to build a better future? Link and the princess^ to whom the future had 
been entrusted^ launched an attack on Ganondorf. What unfolded next 
was Hyrule s final battle. 

Ganondorf fell to the power of Princess Zelda s Light Arrows and the 
ability of Link s blade to repel evil; and turned into stone. 

As Hyrule began to fade away^ the king helped Link and Princess 
Zelda escape to the surface. In spite of Princess Zelda s entreaty to 
search for a new land together and Link s outstretched hand; King 
Daphnes Nohansen Hyrule chose to vanish along with his kingdom. 


• GANONDORF’S DESIRE 

Ganondorf; obsessed with the idea of 
resurrecting Hyrule; the kingdom that 
had sunk to the bottom of the ocean; 
described the land’s destruction by the 
gods. He spoke of the desert country 
in which he was raised; how the wind 
that swept across it brought death; and 
how he coveted the wind that blew over 
Hyrule. Was it the wind of Hyrule he 
felt in his final moments? Or the wind 
of death... ? 



• THE KING AND HYRULE 

When the king of Hyrule looked back 
upon his reigU; he was filled with regret.., 
Because; like Ganondorf; his yearning j .jcd 
for the past bound him to Hyrule; he , # . J 

decided to disappear with his kingdom. ^ f ^ 
As though asking the forgiveness of Link ^ rfB 
and the princesS; he left behind his final ^ Id 
words: “I have scattered the seeds of the ^ 
future ...” ' “ iw 





The curtain thus fell on the cyclical history of the sacred 
realm of Hyrule and the struggle for the Triforce. 
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The Curtain Rises on the Era 
OF THE Great Voyage 


THE GREAT VOYAGE 
OF TETRA, LINK, AND 
THE PIRATES 

Hyrule vanished, and the pirates 
welcomed back Princess Zelda, 
who had once again become Tetra 
the pirate. Tetra, Link, and the 
pirates received a sendoff from the 
people of the islands, and set sail 
in search of a new world. 



Tetra and the pirates 
(from Niko's picture show) 


THE EERIE GHOST SHIP APPEARS 
IN THE OCEAN KING S WATERS 

Several months after their departure, Tetra and the pirates found 
themselves in waters where the Ghost Ship was rumored to appear. The 
area fell under the jurisdiction of a great spirit known as the Ocean 
King, but recently, ships had begun disappearing. 

In order to ascertain the truth behind the rumors, Tetra boarded the 
Ghost Ship when it appeared before them, only to be kidnapped. Link 
rushed to her aid but was hurled into the depths of the ocean. 

The Hero found himself washed ashore on the beach of Mercay 
Island. On the advice of an old man named Oshus, he departed in search 



' • NIKO THE PIRATE S 

PICTURE SHOW 

Niko, a member of Tetra s pirate gang, 
turns the ballad of Link and his friends 
into a picture show to tell the story of 


jj their adventures. 



Niko^s picture show 


• THE GHOST SHIP 

A ship surrounded by a thick fog. The 
stronghold of the evil Bellum, it sails 
the waters of the Ocean King. It drains 
the Life Force of those who approach it. 



The Ghost Ship 



\ 


TRAGEDY IN THE WATERS OF THE OCEAN KING 

The waters under the jurisdiction of the Ocean King are full of 
Life Force, the origin of power, which is the reason they 
attracted the attention of Bellum, who consumes it. When the 
Spirit of Power and the Spirit ofWisdom were sealed away, the 
Ocean King and the Spirit of Courage created alter egos and 
fled to the island. 

Though the waters of the Ocean King exist in a different world 
from that of Tetra, Link, and the pirates, the crests of Hyrule s 
three gods can still be found in the Ocean King's temple. 
Because of this, it is highly possible that the waters of the Ocean 
King were created by the same gods as Hyrule. 
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ADVENTURE ON THE SS LINEBECK 

Link befriended Ciela^ the fairy that Oshus had taken in^ and managed 
to obtain the cooperation of Captain Linebeck. The three set sail on 
the SS Linebeck, his ship. 

Using the Phantom Hourglass^ Link managed to unlock the clues 
that slept within the Temple of the Ocean King bit by bit. He also 
rescued the Spirits of Power^ Wisdom^ and Courage. 


• THE TEMPLE OF 
THE OCEAN KING 


Link and Captain Linebeck 


A temple dedicated to the worship of the 
Ocean King; who governs this region of 
the ocean. The temple is commandeered 
by Bellum; who uses offshoots of himself 
called Phantoms to eject trespassers. 


THE OCEAN KING AND 
THE EVILBELLUM 

Borrowing the power of the 
spirits; Link successfully 
boarded the Ghost Ship. Inside^ 
he discovered that Tetra had 
turned to stone after Bellum 
drained her Life Force. Then; 
Oshus appeared and revealed 
his true identity as the Ocean 
King. The Ocean King recog¬ 
nized Link s courage; and asked 
him to eradicate Bellum. 


A Phantom 


• THE PHANTOM HOURGLASS 


This hourglass possesses the power to 
manipulate time. It is necessary to use 
it in order to pass through the Temple 
of the Ocean King unharmed. 


The Phantom Hourglass 


A great sea composed of 
four territories. It is a 
world located at the heart 
of the ocean; with no 
landmasses big enough 
to be called continents. 


} • THE SPIRITS OF POWER, 

\ WISDOM; AND COURAGE ^ 

They may look like small fairies, but they 
possess great powers, such as the ability 
to sense evil. The fairy Ciela is actually, 
the Spirit of Courage. 




Tetra is turned to stone 


The spirits 
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THE CONFRONTATION WITH THE 
EVIL DREAM GOD BELLUM 

Link obtained the only weapon capable of defeating Bellum: the 
Phantom Sword. He then headed for the depths of the Temple of the 
' Ocean King. Once he crushed Bellum^ Tetra would return to normal. 
Link pressed his attack against Bellum once again and barely managed 
to escape with his life^ thanks to the courageous actions of Captain 
Linebeck. Once the dust had cleared on the final battle^ Link and his 
friends stood victorious. 


• THE PHANTOM SWORD 

Oshus added the power of the Phantom 
Hourglass to this sacred blade^ which 
was forged from three carefully guarded 
Pure Metals^ each found in a different 
region. 


Captain Lineheck 


^ THE PEOPLE OF THE WATERS 
1 ' OF THE OCEAN KING 

y In addition to humans^ Gorons^ which look identical to the 
Gorons of Hyrule^ and the Anouki tribe of the Isle of Frost 
also inhabit the waters of the Ocean King. 

The spirits of the Cobble King and his knights also dwell 
on the island that houses the ruins of their ancient kingdom. 


The Anouki tribe 


The Goron tribe 


The Phantom 
Sword 


Bellum 


The Ocean King regains his true form 


The three 
Pure Metals 


• CAPTAIN LINEBECK LIVES 

The people Link meets in the waters 
of the Ocean King are the inhabitants 
of another worlds and cannot be 
encountered in Link s own. However^ 
once Link returns to his own world; he 
seems to make out the shape of the SS 
Linebeck drifting in the distance. 


ESCAPING THE WATERS OF THE OCEAN KING 

Oshus regained his true form; and peace returned to the waters of the 
Ocean King. Link and Tetra bid a fond farewell to Oshus and the 
spirits; and found themselves back in their own world. However; despite 
the many days they had wandered during their adventure in the waters 
of the Ocean King; they returned to find only ten minutes had passed. 

The turmoil surrounding the Ghost Ship had come to a close; 
and Tetra; Link; and the pirates resumed their voyage in search of a 
new world. 
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The History Leading up to New Hyrule 


DISCOVERING A CONTINENT AND 
RE-CREATING A KINGDOM 


Continuing their journey^ Link^ 
Tetra^ and the pirates at last 
came upon a new continent. At 
the heart of this land sat a struc¬ 
ture called the Tower of Spirits^ 
from which the Spirit Tracks 
spiraled out. 

Here; Tetra founded New 
Hyrule. Another history had 
begun to unfold. 



The Spirit Train runs 
on the Spirit Tracks 


THE EXPANSION OF HYRULE KINGDOM 


Trains ran along the Spirit 
Tracks, and the kingdom devel¬ 
oped a network of railroads. 
The castle was decorated with 
stained glass depicting Tetra the 
pirate, and the soldiers adopted 
green uniforms as a tribute to 
the Hero of Winds. 



Stained glass depicting Tetra 



THE TRACKS BEGIN TO VANISH 

One hundred years after the 
country’s founding, sections of 
track began to disappear all over 
the land. 

The reigning Princess Zelda 
presented an engineer named 
Link with a soldier s uniform in 
order to slip out of the castle, 
and the two headed to the 
Tower of Spirits with Alfonzo to 
investigate. The engineers Link and Alfonzo 


• THE TOWER OF THE GODS 

The Demon King had been sealed in this 
tower by the gods in the distant past. The 
train tracks, which spiraled out from the 
tower to cover the land, drew the power 
to maintain the seal from the land s four 
temples. Sages of the Lokomo tribe were 
dispatched from the heavens to each of 
the four temples and the tower. 



The Tower of the Gods and the Demon 
King (from Niko^spicture show) 


• PRINCESS ZELDA 

The Princess Zelda spoken of here is 
the fifth of her line, the great-great- 
grandchild of Tetra. 



Princess Zelda 


•ALFONZO 

An engineer from Aboda Village. He is 
descended from Gonzo, one of Tetra s 
pirates. He used to serve the royal palace 
as a swordsman. Though his skill was 
great enough that people spoke of him 
as legendary, he was wounded in a fight 
with Byrne. 




THE PICTURE SHOW OF NIKO 
THE STORYTELLER 

Niko, who arrived in the new world one hundred 
years ago as one of Tetra’s pirates, is still going 
strong in this era. He is affectionately nicknamed 
“Old Man Niko.” He lives with a boy named Link 
who is identical in appearance to the Hero ofWinds. 

Niko passes on the legends surrounding the new 
world and the new adventures of Link in the form 
of a picture show. 











































PRINCESS ZELDA, NOW NOTHING 
MORE THAN A SPIRIT 

On their way to the Tower of 
Spirits^ they concluded that 
Cole; the chancellor of Hyrule 
Kingdom; was a creature of 
evil. Cole was attempting 
to resurrect Malladus the 
Demon King; who had been 
sealed in the Tower of Spirits. 

He planned to use the body 
of Princess Zelda as a vessel 
for Malladus. 

Princess Zelda was kid¬ 
napped by Cole s ally; Byrne; 
and her spirit separated from 
her body. Link and the spirit 
of Princess Zelda received 
orders from Anjean the sage 
at the Tower of Spirits. 


•BYRNE 

A member of the Lokomo tribe who 
studies under Anjean. He was not 
recognized by the gods. Seeking a 
power superior to that of the gods; he 
cooperated in the resurrection of the 
Demon King. Upon losing to Link; 
he realizes that he was being used by 
Chancellor Cole and agrees to help 
Princess Zelda. 


Chancellor 

Cole 


• ANJEAN 

One of the sages of the Lokomo tribe 
who was sent to the surface world by the 
gods in the distant past. A friend to Tetra 
the pirate; she watches over the Tower 
of Spirits. 


Princess 

Zelda!s 

spirit 


Anjean 


THE CHANGES IN THE 
SPIRIT TOWER 

With its tracks disappearing and its barrier 
lost; the Tower of Spirits was divided; and 
its guardians; the PhantomS; were possessed 
by demons. 

Princess Zelda s spirit transformed into 
Phantom Zelda by entering the armor of 
a Phantom; and; with the 
cooperation of Link; she 
made for the top of the tower. 

However; in order to reach 
the top floor where the 
Demon King’s spirit slept; 
the two would need to restore 
the barriers to the temples. 


Link and 
Phantom Zelda 


New Hyrule is split into five regions; with Hyrule Castle and 
the Tower of Spirits at its center; encircled by the Forest Realm; 
the Snow Realm; the Ocean 
Realm; the Fire Realm; and the 
Sand Realm. 

In the past; Tetra was aided 
by a man called Linebeck. From 
the existence of his grave and his 
descendent Linebeck III; it is pos¬ 
sible to surmise that he made it to 
the new world as 


Linebeck III 




































• THE SPIRIT FLUTE 
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THE RESTORATION 
OF THE BARRIERS 

Link traveled the land on the 
Spirit Train that had once 
been stored in the tower. 
Using the Spirit Flute en¬ 
trusted to him by Princess 
Zelda^ Link borrowed the 
power of the realm's sages 
and restored the barriers to 
the temples. 

Once he reached the top 
of the tower^ he found that 
Malladus the Demon King 
had been resurrected. In order 
to return Princess Zelda to 
her body Link and his friends 
would need to enter the Dark 
Realm. 


Gage, the Sage 
of Forest, and 
Link 



THE SUPPRESSION OF MALLADUS 

Following an intense battle with Malladus^ Princess Zelda regained her 
physical form. The mysterious power of Princess Zelda^ along with 
Link's courage; brought about the end of Chancellor Cole and Malladus. 

Once the kingdom had been freed from the menace of the Demon 
King; Anjean and the Lokomo tribe determined that the people no 
longer required their protection; and returned to the heavens. The land's 
care was entrusted to Princess Zelda; Link; and their friends; and 
Hyrule made great strides in its development. 


A mysterious flute passed down by 
each successive generation of Hylian 
princesses. It originally belonged to 
Anjean; who gave it to Tetra; who 
wanted it in order to build peace in the 
kingdom. 


I 
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The Spirit Flute 


• THE DARK REALM 

A world covered by inky blackness where 
demons make their nests. Malladus and 
Chancellor Cole use the Demon Train 
to travel to the furthest reaches of the 
darknesS; where the final battle unfolds. 




The Lokomo tribe returns 
to the heavens 


• MALLADUS 

The Demon King was sealed away in the 
tower by the gods. He took possession 
of Chancellor Cole after the chancellor 
failed to turn Princess Zelda s body into 
a vessel, and was defeated by Link and 
his friends. 



The spirit of Malladus 


The ancient realm was destroyed, and the wind guided the founders of 
Hyrule to a new land, where the kingdom set off down another path. 

With the lineage ofthe gods not yet exhausted, who can say what successive generations will bring? 
The story will continue to unfold. 

























Commemorative 
Merchandise 
Collection 

These items were released for The Legend ofZeldas twenty-fifth 
anniversary. The Legend ofZelda: Symphony of the Goddesses, 
a new orchestral work^ debuted in October 2011. 


Celebrating the 
25 th Anniversary! 



THE LEGEND OF ZELDA: FOUR 
SWORDS ANNIVERSARY EDITION 

A Nintendo DSiWare version of Four Swords, 
which originally came packaged with The 
Legend of Zelda: A Link to the Past. The 
limited-edition game was distributed for 
the Nintendo 3DS; DSk and DSi XL until 
February 20; 2012. 






NINTENDO PRIVATE CARD 

A specially designed card that was 
released for a limited time. There 
were three versions: Ocarina of Time 
3D, Skyward Sword, and a special 
illustration. 



PLAYING CARDS 

A set of playing cards featuring character designs from 
different eras. It was released for the twenty-fifth anniver¬ 
sary but it is not a limited-edition product. 

V___ J 



THE LEGEND OF ZELDA 25TH 
ANNIVERSARY EDITION NINTENDO 3DS 


A limited-edition 3DS released via Nintendo Online. Its 
design features the crest of Hyrule in the center. This is a 
high-quality product. 



























CREATIVE 

FOOTPRINTS 


Documenting 25 Years of Artwork 








ZELDA 



Link was depicted in early art examples as 
right handed. However^ in order to aid in the 
creation of the pixel art and for the purposes of 
configuration in game screens^ he was altered 
to be left handed. 
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Development 

Materials 


Development materials for 7?Z6 Legend ofZelda, 
drawn by Shigeru Miyamoto. Some of the images 
below are making their first public appearance in 
this book. From the design of the enemies to the 
configuration of the dungeons^ Miyamoto either 
created or had a hand in almost every aspect. 
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The second illustration from the top on the 
left-hand side is a shield-eating Like Like. To 
its right; the illustration of a hand extending out 
of the wall may depict a prototype Wallmaster. 







141 


































































A Link to the Past 
design sketches 


AUNKT0THEPA5T’ 


The Adventure of Link 
design sketches 


-■-i. 




Compared with the first game in the Legend ofZelda 
series; Link s arms and legs have been extended pro¬ 
portionately. Perhaps he wasn't going to be carrying 
a shield on his back at this time. 


In his new design^ which is targeted toward 
foreign fanS; Link appears a little more mature 
than he did in The Adventure of Link. 
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Zelda 



Ganon 



Princess Zelda^ clad in a magnificent dress. This would become 
the prototype for her gown. In the picture to the left; Zelda is 
wearing a sci-fi-themed costume. It does not make an appearance 
in the game. 


You can see how huge Ganon is by examining the comparison 
chart below. For some reason^ a few other familiar characters 
have been added to the mix... 


Character Comparison Chart 




A Link to the Past 
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LINK'S AWAKENING 


Development 

Materials 


To the right are storyboards depicting scenes 
from the game^ including the opening sequence. 
Below are sketches with ideas for enemy attack 
patterns. Everything is drawn out in detail; from 
the animations to what the player must do to 
defeat or overcome the enemy. 
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IHE LEGEND OF 


OCARINA OF TIME"* 






















The design of Princess Zeldas tabard depicts the Sheikah coat of 
armS; in addition to the crest of Hyrule s royal family. 


Design sketches 


Adult Era 


Child Era 


Sheik 


Design sketches 


Impa 
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In contrast to his final design^ 
which depicts him wearing a 
sage s robe; this design sketch 
brings to mind a warrior. Per¬ 
haps he was initially part of a 
fighting faction. 
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frr-8lACK BODY MO BED 
MAhJE. HAS A LABC^E BUtLD, 
ABOi/hiD TWfEE AS Biq AS 
UhiK’S HOBSE. 


HE EABBfES A SMALL BLADE, U<E THE OME 
SEEM ATT left, OM HfS LEFTTHm. 


Ganondorf 


Ganondorf; drawn for 
the first time in human 
form. His sharp; hirdlike 
nose is characteristic of 
the Gerudo. 


CfAl^OlsIOOf^ 

qAMoMDOBF OF THE DEMoM THIEVES, 

THE BOYAL PBIMCE OF EYfL 

THE CHABAYTEBtSVES BELoW V/EBE 

PBOYfDED BY THE qAME STAFF. 

* ABOUMD 2.30 EM TALL 

* STBOMq, SUPPLE MUSELES. 

* A LmtE HUMEHBAEKED, TEMDS TO 
THBUST HIS Meek out. small faee. 

* LIKES TOPAZ- JEWELBY. HAS SEYEBAL 
PIEEES ABBAMOED all oYEB HIS BODY. 

* HAMDS ABE A little LoMq. 

* A BIBDLIKE FAEE, EHABAETEB/STIE OF 
THE qEBUDO TBIBE. 

* W/EABS A LEATHEB LEOTABD OM TOP 
OF A THIM BLAEK BODYSUIT. WBAPPED 
IM FABBIE FEATUB/Mq qEBUDO 
DESiqMS. A LEATHEB quABD EOYEBS 
HIS SHOULDEBS AMD MEEK. 


• EOYEBED IM DEEP EBIMSOM 
deeobatiYe fabbie, W/FTH 
EHAIM MAIL OM TOP OF THAT. 

Meek, ehest, shouLdebs, 

AMD FAEE ELAD IM METAL ABMOB. 
EHAIM MAIL oM LEqs, TOO. 
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w/eAf^s A LeATHen ieoTAf^ 

Ohi TOP OF A THfhi SLACK 
BOOYSVfT. W/SAFFCD fhJ FASKfC 
FCATUfithJ(4 C^CSX/OO OESK^hJS. 
A iCATHCK quASO COYCSS H/S 
SHOULOCKS AhJO hiCCK HC’g 
ALSO WeAK(hJ(i fEWELKY. 




As might be expected with a key character like Ganondorf; 
it seems that a number of sketches were considered for his 
design^ including ones for the bestial form that follows his 
protean transformation. 



we oeMohl 
KII^Q CiAl^Ohl 

( fMmAL of^FT QKrrm 



HOW He OfFFFf^Q FFOM (^Al^OhlOOf^: 

• FACE TWfSTED NTO A MASK OF SAC^E 

• LOhiCfEK HALS 

• w/EAKfMq CLOAK 

• HAhJOS AhJO FEET HAYE BECOME BESTIAL 


CtAhiOhi THE THIEF 
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Concept 

Illustrations 


Because Ocarina of Time is so story oriented^ the 
concept illustrations are designed with that in 
mind and drawn to resemble movie posters. The 
vertical symmetry of the illustrations below is 
modeled on the backs of nlavine cards. 
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THE LEGEND OF 


Design sketches 


Design sketches 


Only Child Link appears in Majoras 
Mask, hut, for some reason^ there are 
illustrations for Adult Link. Perhaps 
they were prototypes of Fierce Deity 
Link; who appears in the final game. 


Goron Link 






















Skull Kid 



An illustration that emphasizes shadow^ capturing the dark atmosphere of 
Majoras Mask. It was used on the interior packaging of the Japanese game. 
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Hii Pfumfi-y OCCUPY- 
TiOhi (hJ^oNeS FMhiQ 
THPOUqn THE SfCF 
W(TH Hl£ BAUootJ AhiD 
^UPilEilhiq TH€ T€ft.~ 
PAIM. HE THEhJ USES A 
BPi/£H TO DPA^ MAPS, 
V/HiCH HE PAV/hiS OFF 
OM TPA\/ELEPS. 


0^ 


H(S EYES MAY BE MAPPO^, 
BUT THEY’PE YEPY V/ELL SUFTEO 
TO HIS <iYOPK. he Also HAS 
THE ABILITY TO DEaPHEP A 
YAPTETY OF MAPS. 


FLYllYq KlYAPSACK. 
ITS MOSTLY FILLED 
V/FTH HELIUM, BUT 

ITS coMtemts also 

IlYAuDE FOOD AMD A 
SPAPE BALLooM. 


'S00, 


CLOCK. 

HE MAY hJoT Look 
LIKE THE puhJcruAL 
SOPT, BUT HE’S 
&UITE FUSSY mEM 
IT COMES TO TIME. 






VM% 


COBPA MAPK. 

THE maim PUPPOSE of THE 
COBPA MAPK OM HIS BACK IS 
TO IMTIMIDATE EMEMIES. 


Tingle 


A ton of detail was put into this 
character^ from the shape of his 


Concept Art 




An illustration depicting a town of mask-wearing inhabitants. 
These masks would later evolve into designs for Majora s Mask. 
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Link 


This version of Link is characterized by his 
large eyes. Given that eye movement was to 
be emphasized in the game^ his eyebrows 
came to be drawn on top of his bangs. 





In this drawing; Link has a smaller 
head-to-body ratiO; far removed from 
his final design. It would have been 
interesting to see this version of Link 
rendered in a cel-shaded style. 



Link strikes a determined pose^ with Tetra and the girls 
at his back (and an additional character at his side ...). 




















Tetra 


Tetra is characterized by the swirl of her 
hair. The hairstyle was chosen to match 
the design of the wind and smoke that 
appear in the game. 





Tetra in 
full regalia 




neAse MAKe 
Hea. PAf^T 
rOhJStSlThJT 



Tetra and her pirate underlings^ 
dressed in a style of clothing that 
evokes the South. Could that be 
GonzO; standing beside her and 
holding an ax? Or Senza^ perhaps? 




























Ganondorf has gotten older since his appearance in 
Ocarina of Time. He now looks middle aged. These 



drawings have an Eastern flavor to them, 


metJ QFFisI FflOM THF SfOF. 


PAnrfi^l 
OhI QAQH 




A TWf£T Of^ THF mPX OF THF 

qef^uoo msF that appfaps 

tisl Pf^E\/tOV£ Z^eLDA 


THfCKFP. 
TOWAf^ THF VP 


PAurnt 
oisl COLLAP. 


STPAmTUt^e Ot^ BACK 


arrrft^q 

Foqc 




1S6 




















King of Red Lions 


King of Red Lions was originally designed to 
appear as though he was handcrafted out of wood. 
Ultimately a more Eastern style was emphasized 
in his look. 


Zephos 
& Cyclos 





A design sketch depicting Tetra s pirate underlings. 
One can assume from his blue bandanna and short 
stature that the person on the left is Niko. 



Deku Tree 


This piece of concept art 
shows the Deku Tree present¬ 
ing Link with the Deku Leaf. 
His final design bears a closer 
resemblance to the Deku Tree 
in Ocarina of Time. 


Lenzo 





PfCTOqmH MAhl 


Pi€A£€ MAKe A SCAf^Y EYe QHAPE Il4 APPfTfOht TO TWO 
£HAPE£ FOP. (POt^t rAAKE THE EYE£ PjoYE FPOfA 

SfPETO SfPE. HAYetHEM STAPflYCf STPAfCfHT AHEAP.) 


SAME TKEAiTMElTr 


A FOLPflYq FAiY HiAPE OlfT OF 
IPOlY. PLEASE HiAKE FT YlO£EP. 
(FT POESlYT OPElY.) 


PLEASE HAYE FT £0 
THE A^E Ot^APM 
TWO HiAKES APM 
THPEE HioYE. 

PLeAse use poLYQo^Js fop 
THFCA fAFPA STPAP. (TFATUPFS 
APF FtfJe FPOM THF MtOOLe 
orJWAPD. THOVQH.) 


PifF OIYE BOIYE 
flY HfS BEAPP. 
(PLEASE fAAKE FT £0 FT 

Looks as though he’s 

PiUMBLflYCf WHElY FT 
fAoYES VP AlYP POWlY.) 


PLEASE VSE 
POLYqoiYS TO 
PO THE lYOTCH 

hy the hem. 


^0 


FPOM THE BACK 


















































As the design sketches indicate^ the wings of the Rito were smaller 
in early development. However^ once it became necessary for them 
to fly to various places^ their design was changed to emphasize their 
wings. The two pictures at the bottom are design sketches for unused 
races that never made it into the game. 
























Darknut 


The Moblins were the first monsters to 
be designed; and served as the model 
upon which the rest of the enemies 
were based. 


Keet 


Monsters 
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/I MOBLffsl WATS 
ABOifTTO FAT 



PAMAif^A^P 
ffiOf^ PAt-i- 


Monsters that went unused^ never appearing 
in the game itself. The battle against the giant 
monster who’s more than twice the size of 
Link; depicted on the left; would have left an 
impression; to say the least! 
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The stained glass that decorates the walls 
of Hyrule Castle. The windows depict the 
six sages of Ocarina of Time, in addition to 
Canon and the Triforce. Take a look at the 
crests of the six sageS; as well. 
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Mt^OFALL fQLA^IO 


FORSAKEN FORTRESS 

The first illustration of the Forsaken Fortress. The 
design has been faithfully reproduced in the game. 


Hyrule Castle 

A beautiful white castle that rises from the 
surface of a lake. Because of its resemblance 
to a great white bird unfolding its wings, it is 
also known as the “Swan Castle.” 


ehirefi fhom 


STOVEPIPE ISLAND 
AND GC ISLAND 

Island concept sketches. 
The motif for GC Island is 
the Nintendo GameCube. 
Neither of these islands 
appears in the game. 


mtFY) 


£To\/ep(pe (QLAislp 

fSLAl^D OF STTAM Al^O SMOKF. 


tobacco 


Concept Art 






LjL^ 



1 ^ 

1 




\m4 






- ir f / 
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Nayru is occasionally depicted holding a brush because 
in the early stages of development; there was an item 
called the Magic Paintbrush. It was created to make 
use of the Game Boy Color. 
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HEU. EYeSfiOW/S 
H.ESEMBLE HAIPH’S 


^ HOW SHE Looks 

^ WHEhi POSSESSED 


Maple 


Ambi 


Moosh 


Ricky 


Impa 


\f t 

\ L 

'Al La 





' \l \ 

1 rf[ /i 

1 \ \ 

\r 

1, ^ 

\ ^ 

^ \ 

\ \ / 



\ \ / 

1 
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Design 

sketches 


The design of Onox s body matches his 
final look; but the double-bladed ax on his 
morning star never appeared in the game. 


You can see that elements from Verans design sketches 
were incorporated into her final form^ as illustrated below. 
Her mysterious appearance^ with one eye hidden from 
vieW; makes "Sorceress of Shadows” a very fitting title. 
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Great Moblin 


Concept Art 


A design sketch depicting Ganondorf s 
phantom. Ganondorf never appears in 
the Oracle series^ however. Only his beast 
form; Ganon; is seen. 


of Seasons 


Oracle of Ages 


Ganondorf 
















oeFAvLT expuessiohJ 


■2rS\^ 
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A variety of design sketches^ including Link as a young 
man; a boy that brings to mind Child Link from Ocarina 
of Time, and an androgynous figure. You can tell that the 
designers went through some trial and error. 



In order to give players the impression 
that Link had transformed into a beast; 
his wolf form was designed using car¬ 
toon techniques to impart a fairy tale 
quality not seen in his human form. 


Wolf Link 
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Design sketches (Midna’s true form) 




Facial expressions 


MIDNA’S TRUE FORM 

Midna^ as she appears after her true 
form is restored at the end of the 
game. If Zelda is a Western-style 
princess^ Midna has the air of the 
Middle East about her. 
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Design sketches for Midna. There s so 
much variety between these images 
and her final design that one could 
claim that the only point that remains 
consistent is the fact that she s always 
depicted wearing a mask. 
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^Afunhiq 


(sloTAPd 


fUqHT?) 


Zelda was originally depicted wearing a robe that hid her ex¬ 
pression. The pictures at the bottom right represent what Zelda 
from Twilight Princess would look like if she transformed into 
Sheik. They were drawn for Super Smash Bros. Brawl. 


dA&PS we 
eAPLoBe 


qolp wiAi^c,Le 
oeeoPAvohJ 


HYUA^l 

WA/wrep-s 


LoWeP (BASe) PAPT 


BLVI£H Stb/ep? 


Design 

sketches 


liMn 





tS!,* 
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e)(PflS££tom££. 
OF MOifTH 
> spLmhi iwo. You 
FASirmL (F He’S 

(AuCiHihic, OH vpser. 


FT mffT I^OT APPeAH H4 
THF QAfAe, Bin- HIS FAFF 
Looks sofAerHihlc, likf 
THIS. FOB hJow, qNe HIM 
A Few THH>iC,S m Comohi 
WITH THe OTHen TWIU. 


FAFF DFSK^MS OhJ FAFH lAYFH, 
UKFATOTeMPOLF 


THF UPPFH FfSSUHF 
IS A Lime LOhJFiFH. 


SHOVlDFH 

oesiF,i4 


OVHIhiFi B/nrLF, WHFhJ 
THF MASK PHOTFFTS 
HIS FAFF, THF OPFhi 
MOin-H AHFA IS 
FOYFHJFD BY A F,UAHD 
HFSFMBUhiFi A 
TOMF,UF 


SAMF OFSIFiMS 
AS LFFTSHOUlDFH 


DFSIFiMS AHF 

symmfthifal with 

OFSIFiMS OM FHOMT 


0 



During the early stages of the game, Zant appears as an unnerving persona 
encased in thick armor. When his true form is later unveiled, he gives 
off the strnncr imnressinn of one whose rnwardlv amhition and madness 





i’AMr 

wnnoirr 

AHMOH 


WHFIsl HF OPFMS his MOOTH... 


THF FISSUHFS 
ABOYF AMO 
BFLOWHIS 
MOUTH OPFM 
SUBTLY AS 
WFLL 


le illustration to the left is concept art for the shelter 
the shape of Zant s face that appears during the battle 
;ainst him. The moniker “Bamboo-Shoot-Style Combat 
Weapon/’ however... 
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Ganondorf 


Though he was banished to the twilight by the 
sages in Ocarina of Time, Ganon lives again. 
Though the timeline he inhabits differs from that 
of The Wind Waker, he is drawn to be around the 
same age as the Ganondorf in that game. 





A 





GANONDORF’S SWORD 

Ganondorfs sword is the same blade 
that was used by the sages in his own 
execution. In a flashback scene^ it is 
seen to pierce right through him. 


FRO/VT 




































The creature Ganondorf transforms into during the fight at 
Hyrule Castle. Perhaps the "Pig Ganon ’ caption on this piece 
of concept art was a nickname given to him by the staff? 


The Demonic Beast, Ganon 
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Light Spirits 


The spirits that watch over each corner of the 
land. In the game^ they take on the form of ani- 
mals; including deer and snakes. However^ it 
seems as though the developers also considered 
making them humans with animal heads. 
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em Of THf A 
OlFFf/^fhlT Cf^f£T Al^O 
COLOF- OA/ THm FBO£H(, A 
. OfFFeBFhtT HAfB~£lYLe, AhIO 
A OfFFFBehlT OBNAMFhlT 
OAt^(iUt^(i fhlFBOhlTOF 
THm FACE, 


U 

Design sketches 


The ghost of the hero who teaches Link 
his secrets. Some theorize that the 
fact that he holds his sword in his left 
hand indicates he is actually Link from 
Ocarina of Time. 


TH€ H€fijO*£ £Pifm Design sketches 


QPfm 
\/Ff^QfOhJ 


£W0f^>£W0MAN 


we Hefto’g QPfm 
£isiow/-mnT Af^of^ 


Ancient Hero 


The design sketches seen at right were originally 
concept art for Rauru. Though his face is hidden 
behind a mask; his body retains vestiges of the sage. 
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Looking carefully at these concept sketches^ you can see a 
mark that closely resembles Navk the fairy that appeared 
in Ocarina of Time, on Ilia s brow... Ld be really curious 
to know what they were planning with that. 


Design sketches 
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eYe£ USUALLY 
y cLoseo 


mehl eves opet\l, 
THEY'f^e pf^enY 
OAPK, fAAKL^C^ Hfl^ 
^ Look CUTE 


SOMf SOPT 
OF tJATUPE 
OESiqhi 


(fAmr BE HAhlCH 
/IS mLL) 


{HE APPEAPS YIPTUOUS.) 


uiYpeliabLe type 


KflYO, 

FATHEPLY TYPE 




TPOUBLEO 
(HfS USUAL 
EPPPESSIOhl) 


SEPA 

qoOfAOTHEPTYPE 

CUTE type 




(fETTH^Cf 
CHEWED 
OUT 
BY HIS 
WIFE 


HIS EPPPESSIOhi / 
WATCHIlYq oYeP BETH 
(A FATHEPLY EPPPESSIOhl) 


pefUife 


Malo; depicted here as a mischievous 
child; was popular among the devel¬ 
opment staff. As a result; he got his 
own in-game shop; the Malo Mart. 


BomEPs? 

IhlTELLiqEhlT. 


Design sketches 


LITTLE 

BPOTHEP 


BESPECTACLED 

CHILD 


HIS BACK. 

Biq maple Leaf? 
(MEAMTTO BE A SHIELD.) 


Qrdon Villagers 


Children of 
Ordon Village 




















neislADo 

(fo) 


Kihio At^o £emu£. 
f^OTA MAf^WHO 
YfeLOS TO eY(L 


Pf^FfLe 


A Tovqn LFATHFP^ 
f^OBF THAT £efi\/e£ 
A£ ABMOP^ 


THE Bim> POBTfOhi 
f£ Lfathfb, oYeo 
Ahio Sevi/A/ OA/ 


THF BIBO FfABiFfA 
OA/ Hf£CHe£Tf£ 
BA(£ei> UP. 


Renado 
design sketches 


f£Hoe£ 


BFI^AOO'S 

OAuqHTFB 


LUPACt^) 


TH€ BAC, f£ SeW^I Ot^TO 
A £fhl<iLe £TBfP OF 
LFATHFB. rrCOhlTAfhlS 
MFOiahle. ITS Low 
auALlTYA^IO PfBTY. 


WHITT 

£TOhlT 


PARENT AND CHILD 

Renado and his daughter^ Luda. Their appearances^ 
reminiscent of Native Americans^ are well suited to 
the village of Kakariko; which wouldn't look out of 
place in a western movie. 


THT PATTTBI^ IS 
fAAOT OF OYTO ^ 
LTATHTB, STWisi OA/. ^ 


PBOFILT 


A THIhi, BOLLeO-UP 
HAhiOKTBCHITF 


BARNES 

There are many design sketches 
of BarneS; who runs the Bomb 
Shop. All of them depict a tired 
old man. 


THTSTABT 
HTB KhiTTS 


FBii^qe 
FLUTTTBS, 
FLoWH^q 
FBOM HTB 
steeVTS. 


mOT OF HiETAL 


Design sketches 


Kakariko Villagers 



i.g 

V 





182 




























Facial expressions 


OCOWU^Ki, 

AfJCf/iY 


lAvqmHq 


ooe£f^r opeht Hefi 
eyes too wm. Keeps 
THeM hlAf^weo. 
Keimo 

PLUMP, B((f HeAPTeo 
KfMO, BUTSJPICr 


K LiKe A £UM0 
topkMot 


You CAM see THAT THe oesiQM 
exreMos to Hep back 


CPeATeo BY TOYOOA. 

MiQHT Be iMrepesjiMq fop 
H ep TO HAYe 2.-0 HYUAM 
oesfCfM TATTOOS (cPABS, erc.) 


SOMeWHAT 
TAPAMese siYLe 


Telma is the proprietress of the bar. Despite 
her hearty manner^ she also exhibits a certain 
feminine sweetness. She is kind to Link and 
treats him as an adult. 


ACTSUKeAM 
oLoep sfSTep 


PLeASAMT CHAPAcrep 


cPoss-SHApeo BOW quM? 


SHe TPtes TO ACT iiKe 
AW 0 MAM,BUTTHepe'S 
SoMevtfMq MASCuLfMe 
ABOUT Hep 


wilLowhchb 


Telma 
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ffA/^P 


A MACHO \J€fi.gloM 
M//IS AL^O OCgfQhiCO.^ 


■r^2r 


Auru^s cannon 




Rusl and his friends were called ‘'The Resistance” 
by the developers. Of them^ Auru was the character 
with the most concept art. It looks like they designed 
a macho version of Auru^ as well. 


• KABUKf-smc (fOCfCfUMCf, 
a^QQFO eves, iAf^c 
FACfAi FeATUf^C£ 


MfCfHT BF CiOOO TO HA\/F 
HIM WFABtMC^ A COhltCAL 
HAT A£ PBOTFCTfOM 
FBOM THF SAMD 

I 


COAT? HAOf^? (P/^TFafoM 
FBOM OUST CiOUOS?) 
tMs mn A sHofT sv/of^. 
AM mo M/ISTT^. SJBOMCf. 


TUBMg HfS, HFAO aufCKLY. 
OMCF HF SJABTg TALkNC,, 
HF MfYFB. stops 
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014 
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The concept art to the right is one of Ashei s design sketches. She 
wears Western-style armor^ but other aspects of her appearance^ 
including her hairstyle^ hint at Eastern influences. 


Ashei 











































W/0Hf!4EI> 

(Hen. USUAL 
enpnessfohJ) 


SLeeUe 


sLeeVe 

opehJ(hJ (4 


HAhJqs 
fncfA AhJ 
elASTtf 
BAhJO 


THLCKCOLLAf^ 
HAS Blue 
emnomnt 


t^ecKLAce 


Ai^quY 

FAte 


(T£I^AP£ 
BACK VP 
WHFlJ He 
TALK£. 


rr£ A BAt> 
HABIT OF Ht£. 
YOVU £00lJ 
iJOTICe THAT 
He’£ ALWAY£ 
AT IT. 


APnohi 

(MAOe OF THLCK CiOTH) 


ibihiufAemie ^ 
smcnmes. 

OhJLY THF BOTTOM 
OF Hen SKfnr 
(S PLeATeo. 


SAMOAiS 


0U> M/IA/ fl^PH 

• BAFiOACf^S, 

• BOOYQUn? 

• £HefKAft MABK 


Old Man Impa could be considered 
a male version of Impaz. If he'd 
been used; he would have been the 
series' first male Impa... 


(s THIS okay? 


In the concept art shown here; Fyer 
is male; as he is in his final design. 
Falbi; however; is female. It is un¬ 
clear if they were meant to be lovers 
or husband and wife. 


Impaz 


Falbi & Fyer 


























■ 


OVANI 


Design sketches 



COt4t4€CT€0 TO H(£ BTiT 


Qft-EKTfMfiT 

20^^ <1^ 


fi/lDf/lTes M we coioK of we nAti^Bow 
wrw we sAMe effeer vgeo fou. we 
i-onA PtHhJee 


• PALe WHne £KihJ 


* f^sjepiovQii coLofteo haip, 
A (Am Of Yellow Ai^o queeiJ 



Jovani s body was turned into gold after he made a deal 
with demons. In his final design^ he s depicted as round 
and fat; but his design sketches include a slender version. 



Purlo runs the STAR Game in Hyrule 
Castle Town. He was actually designed 
to be a more realistic version of Tingle. 



Ooccoo 


Ooccoo s appearance is incredibly unique. 
Her design resembles the work of artist 
Amedeo Modigliani. 


loiisielow—iAAoe out of a QiKeiJ lAAjePiAL 
Mot PATTe/tfJeo. rrs TexTuneo wrw A 
YAfUeiY Of COlOK WAT sepoll atmqq it. 
sitAilAP- TO we 2.0PA ppiMee. 


Great Fairy 





























UCH qofiJOhi A 
PAfhlWO OA/ fT, 
suof AS THese wf^ee 
Ui^es, WHICH cAhi ec 
scchi AS rr POLLS. 


Gorons first appear in the 
game as an enemy. Because 
of thiS; the gentleness that 
they had in Ocarina of Time 
has disappeared; replaced 
by a severe expression. 


PoLLeo UP 


THC POCK nCAP THC 
TOP OF ITS HCAO 
SPLlhlTCPS. 


CUPS/ATUPJE 
OF PACK 


LOlhJCLOTH? 


HALT OF HIS FACT 
(FPOM THC nose 
Down) IS HIDDCn AiT 
THc mow (?) 


THE POCK 
TUTS OUT 
ALUTLC 


BOTTOM 


FPOM BELOW 
POLLED UP 


MOUTH 


FOUP UPPEP TEETH, IWO LOWEP 
(ADULTS AMD CHlLDPEhJ HA\/E THE 
SAME nuMBEP OF TEETH, ELDEP 
qopons HA\/E OME) 


SOLE OF FOOT 


BOTTOM 
SOLE OF FOOT 


POCK bottom 


qopon CHILD 


Goron Tribe 





^ Goron Elder As design was used for Gor 

Design sketches ^ 

EbizO; one of the four Goron Elders. 






















• Si/ooe^iLY 

• FO/5 £om f^eASOhJ, H(£ 

POSTUf^e (£ STHAmiT/i 
THAhJ A QOPOhi’g 


qof^hi eu>Ef^ 


• mu 


• eAmues ohJ 
H(£ BACK? QMOKC 
COMf^lq OiTT 
(UKCOUKItiq 
MomusTfo^i) 


aChiDCK 




CHfCF OF THF 
qoBOhl jmc 
AhJO CAT 


DAf^UQ 


For some reason^ this concept 
art depicts Telma s cat riding 
on Darbus s shoulder. It seems 
that; initially; the feline played 
a role in his story. 


qOBOti 
CBTSTOhl 
BOTH ABM£ 


Design sketches 


HCAD 

(Looks habo to 
BOLL W/FTH^) 


BOLLCO UP 


£HOC,Uhi £1YLC? 


SOLDfCB £7YLC? 


T\^ eves ABC ^ 
eKPBT££fom££, 
VW BUTTCrrHABT 
ALWAYS BABCO 


■oyo 

























Zora tribe sketches. It looks as though more realistic Zora designs 
were among the possibilities. Their inclusion in the game would have 
marked a drastic departure from their look in previous titles. 


WE 


Oim/AfiD-OPEtiNq TYPE 


BATTLE MASKS 

Masks worn by the Zora tribe during 
combat. Only the battle mask at the 
upper left appears in the game. Fm sur¬ 
prised that they went as far as designing 
a mask for use during rain prayers ... 

EYE? 


PPAYfhJCi 
FOP. PAfhJ 


Zora spears 


Hm heel type 


MAKES A "PSSH” 
SOUMD OM EOhJTAtT 


MAKES A "PSSH” 
SOUMD OM EOMTAO' 


CUWTYPE 


Zora Tribe 
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Design sketches 


f^ifreLA 


THC DCSiqhi OF HCfi. icqs 
fiCSFMBLeS FABB-fC 


i 

BBCATHFS W/ftPLY 
THBOUqn H(£ 
l^OSTBtLQ 


Rutela is a Zora queen^ which is uncommon 
for the tribe. From the design sketches^ we 
can surmise that a Zora king was also slated 
to appear. 


FT’S UhiCtFAB mCTHCB THFBJE’S 
AhlYWff^q VhiDFBl4mH. SHF WAf^DFBS 
SAPLY, FlKfTTFBthiq msnessLY. 


THF EhJPS ABF UKF qUTTFBI^Iq 
FABBfC ALWAYS FLinTFBISlq. 


J / 


HFB COUhiTFhiAhiCF 
STFBhi, BUT ALSO SAP. 


SHF LOOKS AS fF SHF MiqHT CBY. ^ 






^0 



















The illustration to the right is a design for what 
King Bulblin would be wearing during the second 
battle. The original plan was to have a piece of his 
armor fall off every time Link struck him with his 
sword. In the end; however^ the king used two 
shields to defend himself 


Design sketches 






Lord Bullho 


Twilit Bloat 


King Bulblin 


When it comes to their designs^ 
the Deku Toad and the Toadpoli 
have a few things in common. 
This is because the Deku Toad was 
meant to depict what a Toadpoli 
might look like a thousand years 
in the future. 


Monsters 
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TOAOPOU 


rrs F(hi£ qusjFti 
UKe Ahl AMPHfefAhl’Q. 


Pi/LL£ UCK 
-- 


rrs mFK^ AhJo 

mhl fhlFlAW... 


rrs Fibis. (?) 


^ AP-FAUCbleo 


wrrff rrs TAfi 


Ffbl 


PToote! 


*-Ffbl 
TAIL 


THIbiq THATFO\/FP.S 
rrs FAFF APPFAP.S 
MPTALUC \ 


THF PATTFf^S Obi FFS 

ofFFKS Af^FbiT eves. 


FYFS 


rrs eot>Y f^esFMBLFs 
A qUSJFbilbiq 
tcT AtAPHmbi’^ 



Death Sword 



Darkhammer 


Design sketches 



ttk r THPOifqn THF MB wrrH A 
g.vsjiibiq biotSF. 



Skull Kid 


Puppet 



^0 
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Citizens of the Twilight Realm^ transformed 
into demons by Zant. As with Midna^ they 
were designed from the mask down. 


Design sketches 


Shadow Kargarok 


SHOVlDeH 
BLAOeQ Al^o 
THBee BoMes 
ALL ohJe £HAPe 


stalcwlp 


ABotrr 
TfHQ Hum 


BeKiHT [>fFFefiei^tt 


Twilight Emissaries 
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TWr COLOP. OF THF mPKtFtCi& 
DIFFFP ffepe Al^O THFPJF 


rr Mic,HT Be serrep ro mpe 
we STfTOf PISTPfBUTtOtJ 

soMewH/rr PAfJPoM, with bow 
wipe AiJp iJAPPow STrrweo. 


wecpesj 

pe&epfBLes 

SAl^SKPIT 


cAqeFoPwe 

SOULS OF weoeAP 


rrs FULL BOPY OI^LY mWPIALJZ-es 
WHebi seebt wpouqn we eyes of 
WOLF UbiK, so biOPMALLY ObtLY we 
LALtrephi IS YisiBLe, AffeAPiLiq to 
FLOAT llJ SPAee. 


simepALM 


wepeAPeHoLes 
itJ BOW peer, 
FPOfA WHICH THe 
cAC,e PALiqLes. 



Upon defeat; Imp Poes leave behind Poe Souls. Because 
you re so busy trying to catch the Poes in the game; it s 
not often you get a chance to take a closer look. 


Aeralfos 




FPOfA BACK TO BeLLY, SCALe- 
LlKe fAAPKHYqs qPAPUALLY 
oecpeAse itJ siz-e 


SOFT SKHY FPOtA 
WPOATTO BeLLY 


A/0 HeLPier??? 
YePSioiY 


mUTHUKe A 
cPocoPiLe’s 


PouBLe-epqep BLAPe 
cAiJ Be usep AS A swopp 
OP AS A LAlYce. 


HeiMer 


FOPeLiMB 


pecoPATioiYs mpe 
USIlYq lYATUPAL 
HATePfALS 


PATTepiJ pesemLes A auAiL’s 
eqq. we wiiYqs APe wiiY, aiYp 
APP eAP TO Be TPAlYSPAPeiYT. 


APPOlJ 


STOlYeAPPOIsl 

pesepfBLes WoopeiJ 
PfOSAIC. 


SHieip 


SHieLP WITH A HOOKSHOT TAPCieT. 
coYepep iiY LeATHep. HAhJPAlAPe 
USIlYq tJATUPAL mTePIALS. 




pecoPAjep WITH jrweLs 
/ AiYP PPAqoFl Teew 


WllYqs (fPOW FPOM we 
tAUSCLeS OF ITS BACK. 


TAKATOStH 

YosmA 
























HVUM ^mu> 


msj€n. s»/om> 


woooehJ 

FUAMe 


emiD 


PAII^ 


PAII^ 


DOMINION ROD 

Also known as the Rod of the Heavens. It 
causes statues to copy Link’s movements, 
making the rod an unusual item. 


ofipo^t smiD AhJP woooe^l smu> 

PAfiJT 


MrrAl 


WOOD 


PA(tJT 

Whiq&HOT 


Hwe 

WPAPPI^iQ 


Items 


ZELDA’S BOW 

The weapon used by Zelda 
during the final battle with 
Ganondorf. Her arrows were 
created from transformed 
Light Spirits. 
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we PAfiT THAT SITS 
AQAlhtST we eyes IS MAPe 

OF LeATHea, 


POTTFR/ 


POWffl 


FPOP/r SAHT 


mc,H 

tillAKDS 


HefiO’S BOW 


IHOhl 

IFObi 

IHOlJ IHOhl 


IHOhl 


Z^BA TVPilC 


fUbiq FASjehJeB 
SHeLLS FBOhiT 
OF SHIBT AS 
ABOUhJO 
SKIBTA 5 


Looks UKe 
WIS FAOM 
WeFKOlJT? 


IBOhl BOOTS 


LeAWeit 


MAPe otAT 
OF STOlJe 


mWKBYT 


MATeniAL SIMIIAA- TO 
POAcelAihl, iJoTMeTAL 


^FeATHep. 

pecoPATiohls 


cposs secnofi 
Looks likf this 


(avNeb 


SPtPiUTB 


FLieS OtAT 
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The village was designed as a place attuned 
to nature; where the villagers lived happily; 
strongly rooted to the earth. 



Ordon Village 



£OMrrHfl^Q 
iVfUST HA^/e HAPPeslEO 
TO PUTWfQ HOUQF A 
TP.€€, A t^EWCHAQM HAS 
APPTAf^TO (hi TH€ EAPTH, 


OPPOl^ MLAQT 
KAKAPtKo y/mqE 



(r^\2r 


198 



























THfQ sras LAhilT/^ Oft, P€0 POTfOhi, 

Aslo opoohl COW MfiK, Ff^urr uQeo to makf 

f^O POTfOhi HAsKfQ OifTTO OPT, LeAFicrQ 
Aslo QfCfStQ APT TACKTO i/P CAPTLTQQLY, i/PJAHTPJpeP £HOP 


QfCfhJ 


BAPPTLQ 
CUT fhi HALF 


Sacred Grove 

Originally^ Link would howl in his beast form to startle the 
statues into moving. In the final version of the game^ however^ 
players must solve a puzzle. 


OI^LYTHT 
TPACTQ OF OSlT 

icq pcmthi 


f 

QKYCAf^MoM 


CPTTTTAK,,, 


MoYTQ i/PWAPO 
OUT TO PTCOfL 


KABOOM! 
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MIWOHeHAMBfH 2. 


0 


TWf PM/ff? FOLLOWS THF SPIhihlFH HAlLS AL0l4C, 
we WALLS, e\/eiJTVALLY peACHiisiq we spiisiiJen 
senew sWfTW. 


® 


obice we satew switch has sui^k iisIto we 
FLoon, THe Piece of surre Ahio mippoh mse vp. 


we sLArre mses 
WITH we Towep. 

OF sAiies, AS 
oepicreo at pi^ht, 
pvLLmc, THe 
MIPPOP WIW IT. 


THe SCPeW SWITCH 
qPAOUALLY SIhJKS IhJTO 
THe qpouhiD. AS IT 
Loweps, THe Towep of 
SAqes, MIPPOP peoesTAL, 
Ahio qiAhtr Piece of SLATe 
Pise UP. IT FeeLS AS 
THOUGH You’Pe actually 
cohtTPoLUhiq 
THe PiecHAhJtSM. 


PORTAL 


An initial concept sketch. The design for the rest of the 
Twilight Realm was based on its geometric patterns. 


i 




THepAPTLCLeS 
ALWAYS WHtPl UP f 
IhiTOTHeALP 


FihiALLY, weqLoWiiJq 
PATTePlJ SUPFACes, Al^O 
we poptal is cofAPLere 








A piCTupe OF THe pecTAi^qulAP PAi^es 
AS weYAssemLe. we ceiTrep eecoiAes 
cohJcAYe Ai^o Pises up to THe HoLe iiJ we 
SKies. ALSO, we TWiUqHT peALiA oesiqM 
(A^iaeiTr cHiFiese sTYLe, pepHAPS?) 
suPFAces, qLoWihJq. 


THepAPTid.es 
coiJYepqe fpoia eeLow 


, . . PAi^eL IS coiAPLere, 

fAope PAiJeLs APPeAp jffp 
AS IF eACH PAPTIde 
IS opehliiJq UP 


ohice we BLACK 
TL IS com 
le pAPTidt 

yaiJish 


^HOW SHADOW BLASTS AHD ftfMTFO DISAmAB AFTTB. 


TWiLiqHT WAPP HOLe iLLUSTPATIOhl 


11 OePeAJWO vte v ^ ' »rotrt/of 

M wotfeeqipis 


7l\\ 
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SECRET ENTRANCE 

A cat sits by a wall. Perhaps this is an illustration of Telma s cat; Louise; 
showing Link the secret passage into Hyrule Castle. 



Spirit spring 2 



PfhiK 

AhIO 

qoU> 

qf^OATfO^I 


A CfTtZ^e^l OF 
THF TWfimT 
f^FALM £WfPF£ 
FOOD AhIO OTHFP. 
qoOO£ FpJOfA Ahl 
U^IPOPULATTO 
^iLLACiF. 


TWILI 

An illustration depicting the daily life of a citizen of the Twilight 
Realm. This one is stealthily stealing food from an abandoned village. 



Final battle 



UC(HT ItJFVSeO miFf- (JHM 
LOOKS UKe lAlLK?) SPILLS FPOtA 
me LeA\/es of a (ioLDehl mee, 
FiLLiFlci me spPihJci. 


amr) 

spimspf^hic. 




- r*. 


Spirit spring 1 


Main visual sketch 
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rfFerr u 



An illustration of the Ocean King^ the true 
form of Oshus. He appears in his whale form 
at the end of the game. 



Linebeck 


Linebeck; with his dashing smile. 
Linebeck III; a descendent of Line- 
beck who appears in Spirit Tracks, 
has an identical face; but slightly 
different clothing. 





Mutoh & THE Cobble Knights 


Astrid & Kayo 


KAYO 


MtrroH 


senYAhlT 
(COBBte Kl4mT SP/BfT) 


To the left is a picture of King Mutoh; who dwells on the Isle of 
Ruins. To the right is the spirit of a Cobble Knight commander; 
who works in the king s service. There are three commanders in 
all; each clad in a different color. The first wears red; the second 
green; and the third yellow. 


Astrid; the fortuneteller; and 
her servant; Kayo. Kayo s initial ^ 
design was more or less identi¬ 
cal to his appearance in the final 
game; but Astrid s appearance 
was later altered; including the 
color of her hair. 
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Firstform 


Jhirdform 


The evil deity Bellum is the final boss of Phantom 
Hourglass. During early development; he was nick¬ 
named Grande OctO; meaning "Big Octorok ” 


Secondform 


<HALF-OeA[> (if^AhiOe PAfir 7VK0> 

KAOlhiq FOP THF OftOST SfttP 




<HAlF-DeAt> qPAhJDf PAPT THPEF> OhiCF qPAMe DISAPPFAPS 

ihtTo THF smp, qpovrms 

K PESfMSUhlq ITS BOOT 

^ STAPT FMepqiiki All 

__ o'Jfp me BOAT. 






weoeQfCfhJ 
- fQhiraunr 
FmLfzeo Yrr. 

THETf^F ABOUT 
TWS Biq. 

















These members of the Octorok family were designed 
to be Bellum s henchmen. 



Gleeok 
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Design sketches for a variety 
of islands. The island to the 


right was originally going 
to have a new addition each 


time Link visited; gradually 
growing larger and larger. 


Ghost Ship 



MINIBOAT 

A design sketch featuring a boat. It 
looks as though it is propelled by 
manpower. Behind Link; Tingle 
and his sibling (?) pedal furiously. 
Perhaps the man at the prow is an 
early version ofLinebeck. 
























Design sketches of the uniform Link 
wears during his time as an appren¬ 
tice train engineer. This was the first 
Zelda game to depict Link wearing 
a uniform. Perhaps the large num¬ 
ber of design sketches is proof of the 
staff’s efforts. The final design was 
chosen based on whether or not it 
made him look like an engineer. 


I WMTTH€ fioLL€0-VP 
sleeves AiJo opefJ 
aiesTTo m<enifA 
Look MismieVovs, with 

OMT THe HKT QNmq 
HIM A SHAHP Look. 


IT wovU> ee eerreft. to avoid 
haVhVc, him DPesseD ifJ queeM 
WHiLe miivci THe thaiM. 


THe COLOK COtVjMST 

eerweeiv liMk aMd 
A lFoiVzo. eVeiV 
THOUCiH THeiK 
OifTFITS AKeiVr 
THe sAMe colon, i’d 
llKeTHeMTO use A 
MATCHIlVCi oeSKiM. 


LiMK AMD Z-elDA. PLeASe AVOID 
HAViMii THeM BOTH WeANMC^ PIMK. 


THe SAMDAMMA 
MKiHT oVenlAP WITH 
TemA’s DesKiM-. 


Mo HAT. 


BPOWM 

COifLD 

WOPK 


oVePALLS MItiHT 
Be TOO SiMPLe... 


TOO FOPMAL 


BLACK Looks shapp 


DVLL, BifT ALSO iMiepesjlMC,. 


LiMK MKiHT LOOK TOO FOPMAL. 
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Tfm^QPAf^ehiT 



Zelda calls to Byrne from within the pos¬ 
sessed phantom. To the bottom right; 
Byrne is depicted kneeling before Zelda 
in the manner of a royal retainer. In the 
final game; you see them meet for the 
first time; but perhaps it was originally 
intended that they would be old friends. 


















TH€ qoPiT 

LmThifhiCf, 


Cole takes on the form of the chancellor of 
Hyrule Castle. As far as I can tell from the design 
sketches; it appears that; even in the early stages 
of development; he was intended to be a man 
of small stature who would undergo a complete 
transformation. 


HfQTf^UFhJATUf^e 


THOf^UKE 
QfLHoumr, 
^ QPf^t^CfQ 
OiTTWAPO 


CHAl^ceLLoP. 


HfQ Tf^ue hiATi/f^€^ 


poui^ioeo 

silhouette, 

cupyiES 


oiAL^OhiALLY 
LEAhHhiq OOUBLE 
SILK HAT 


Chancellor Cole 
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to revive the Demon King. Some of the design 
sketches depict Byrne and Chancellor Cole 



together; perhaps suggesting that it was decided 
early in development to make them accomplices. 
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Malladus 


MalladuS; as he appears after 
possessing Cole during the final 
battle^ allowing him to obtain a 
body. In the final game^ he is a 
four-legged demonic beast; but it 
seems that there were designs for 
a humanoid form as well. 


Design sketches 


Malladus after losing his hold on the body he 
occupied. Some of his design sketches have two 
hornS; which are one of the characteristics of 
his final form. 


Malladus (Final Form) 
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Malladus in his death throes^ wailing in 
agony after losing the battle. He never 
appears like this in the game. You can t 
help but feel a little sorry for him... 






Illustrations depicting ideas for the fight with 
Malladus. This idea was used in the final battle. 


we oeMotJ 
powet^. o\/emoW£ 


Design sketches 


Dream Train 
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Anjeari; who protects the Tower of Spirits^ and 
the sages of the Lokomo tribe^ who appear in 
shrines all over the world and aid Link in his 
quest. In the final game; Anjean is an old woman; 
but there are also design sketches in which she 
is drawn as a man. 


Design sketches 




£Y£0 

FO/^e£T 



VfoLfhJ 


£Y£M £YWA 

£hi0W WAlTf^ 



BfWA 



COf4CH 

(HABP) (FfFe) 



£YFf £Yt>e 

Flf^F OF£FFT 




£YOA 

£HAOOW 



CiAMeLAht 



Design sketches featuring the various sageS; their attributes; and the instruments they play. 
The Sage of Shadow; on the right; doesn’t appear in the game. 


212 


^2r 











Design sketches of the Lokomo tribe. It seems that their 
vehicles^ which are integral to their characters in the final 
game; didn t exist in early development. The picture of 
Byrne with the pompadour is quite cute. 


A 

£T0\/epfpe HAT 


BYf^e 


FLA/^e 




(Ukf c^eMQToi^eQ) 






eves m sa^eWQ 


■oyo 





THE DIVINE 

They resemble sheep and goats. 

They have horns, and they’re always smiling. 
Their eyes are generally hidden from sight 
(so you can’t read their expressions). 

They have listless eyes, like sheep. 




Anjean 




















Aboda Villagers 















The children of Link s hometown^ Aboda 
Village. In the middle is the mischief-loving 
Joe. To the left; his little sister^ Rei. The boy 
on the right was cut and never appeared in 
the game. 




Joynas 




Teacher 


quAf^ 

CAFTMhi 

f^UQQea 


Castle guards 


(r^\^ 


Citizens of Hyrule Castle 
& Hyrule Castle Town 
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Goron Tribe 


Bunnio 


Ferrus 
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SCALe Al^fMATfOhl 
MAKeSfTBeAT 
UK€ A H€ABT, 
THUfAP THVfAPli 


^ UhiK 
OOeShltFALL 


THOfthi 


gnqtioK 


fTQ F/^hJT W/fhJCfQ Look hiOKMAi 
KtqHThiOW, Birr THEY KFQFMBie 
HOBlslQ m€hi UhifVBiFO, 


CAhi m QTfLL MAKE U LOOK LIKE Ahl fl^QECT 
IF WE CfET m OF ITQ QlMlLABHY TO A BEETLE? 
list OBPEK TO MAKE IT LOOK LIKE A MoMQTEK,., 


PHYTOPS 

Because most of the work that goes 
into defeating this boss involves 
slashing at it with the stylus^ its 
weak points were designed to be 
clearly visible. 


Fraaz 


THI£ ABFA. 


You (fET 

TO THE TOP 


A/0 THOBhIS /A/ 


Monsters 
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Geozard 
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o- 




Key Master 


Mmufc 


YntoW 

LOOKQ UK€ 
rrcAhi BFoeFFAiTo 
WfTH A QWOBO, 




Loharrier 
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The Spirit Train^ which ferries Link and his 
friends across the land. The design on the 
train is a modified Hylian crest. The triangle 
is upside down because it s not associated 
with the story of the Triforce. 



CP/I^/T TCil/id 



m MADE 

OF metal 


Hm-&uALrrY 
FA(MTEI> m/ooo. 
HALF-CiLoSS. 


OAFXEhiED tfUOhi 


POUSHEO 

metal 


AMJTAM’S symbol 


MAKF FT so Tff/(TYOU 
CAMr SFF iMSiOE 


STILL UhJOEB 

coMsidefatioML 


miSTLE 


I MmT DO AmY 
WITH THE HOPE 


[speeo 


HANDLE 


BOILEP 



I PASSEMCjEP CAP I 


I CAMMoM I 


F/teiqHTCAP 
(CAPFUFS MATEfUALS) 
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SKULL TfiAf^l 


KFCOILS 
BACHMAfiD 
AFTEK BEItJCi 
FiKEO. 


OBACfOhl TBAfhJ 


MiqHTBEQOOO TO HA\/E 
FAthiT MABK/hUiS HEBE... 


metal 


EBCM\/hJ 


Hm-CkUALFTT 

m/ooo 


(iOLOEM TBALM 


mPEO UKE A BATHTUB 


qEMSToME 


CAB\lED 

STOME 


FACE UqHTS UP OB - 
EhJVBE TBAthJ LiQHTS UP 

EFTHEB COULD V/OBK 


^0 
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MACABOOhJ 


KUM&UAiT 

YAf^OYSHAPe 


TAPT 


rooKfe pp-met? 


ioo<£ LfKe LAa 


Bii/eBeBBY fAM 


THIhi PfeYe OF CHOCOLATF 


BA£PBFB^Y 


(F WATS (40m 
TO BF TOUiiH... 


Looks Ukf fTs 
ST(YKN< 4 OiTF of 
A PAmrr 


OBAhiCfF 


KM! 


STBAWBFBKY 


UMF 


KHefTTfMU 





These sketches depict a variety of vehicles—not 
all of them trains. The ideas created around this 
time period are precursors to the time-shifting 
ship in Skyward Sword. 
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SWAM W/H(STte 



ohiiYTHfs mm 

HAS FOfZW. 


SeAWD TYPe 


pfaufw 
BOOK TBAIM 


opePATes ohi jrrs 

(rvST HAS WHeeLS ATTAYHeO) 


BMBWM 



O qoU> BhiqiMB 


£ik SKULL BhiCilhiB 


^ AfPPLAMe 





MAKB rr COOLBB, 
MOfW C,BbiUlhiB. 


^ SWBL 



TKY TUBi^ihic, rrfhJTo 
A (SPLBhiDID) FAIKY 
TALF TBAfM. 


X (^AUOY FhiC,lhiF 




0 OFSSFKT WmF 


>( TihiqLF’s FhiqihiF 


(THfhJK we CAhJ 
WOKK WFFH THIS. 


Looks like this 
ohie’s Mo (fooo. 


Design sketches depicting various railcars. Included are cars that never appeared in 
the game; including an imitation of an airplane^ and another in the shape of Tingle. 





















To the right; design sketches for the Spirit 
Flute. BeloW; concept art for various itemS; 
including illustrations of Link using them. 















Towe/i 


FOf^EST Qisiow WAlTf^ 




QAI^O 


CRESTS 

Above; the symbol of the Tower of Spirits and those of the temples found 
across the land. To the right; concept art depicting the crest and banner 
of Hyrule s royal family; as well as a shield carried by the Phantoms. 



r^2r 
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<QhiOWj 

,\/fLLAqe 


mmt 


MOUI^Mi 




%LCAfM 


gS^^AT £MFfeU>£ 


slo^ef^j 




fegr/icgA/ 

Hi^K 




cotiiFj pm^ 

li^rggg 


m^MfTQ^in/A^LAfp 


fiw^ Tut^t^eL£^ 


Wa^op^ 

TOM/A/ , 








^HYMe FteU) y 


Kt^ 


oe£enT 
CroM/iy j 






OrF/I^T^pS^ 

(£OLATip)^r-^ 


[tSSTaWQWS 


WORLD MAP 

A world map drawn in early devel¬ 
opment. The designers consulted 
the world map throughout the 
games development^ ensuring 
that; no matter where the train 
went; players would always be able 
to see the Tower of Spirits located 
at the heart of the realm. 


Force 



mBrrqATF 


f^EQCUe 



THF smeo QOUfiCe 
f£ Fl\l£HBfMeP thi 
weoeFW£ OF thf 
BOSS'S ^OM. 


OhiC€THFTBACK(£- 
COhlhleOTO, THF 7 

£mFO ehlepgY 
MoYF£ Tom^p THF 
I^Afl^ TOWFB, 

\ . 


faiJE£TCAF^YFP tisl 
£jOhlF f£ Fm.U£N€ 
T6.THI£At^FA 
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sa/om/ 


Fonesj 


The Tower of Spirits is a very important 
place in the story and Link visits it many 
times during his adventure. Perhaps the 
fact that such a large number of design 
sketches were under consideration is a 
reflection of its importance. 


v/mF- 


OifTFfi WALL 
thJTO SPIHAt £Lope, 
CPe/n-thiCi A PATH. 


HFDQe 


STONF 

WALL 


TWf OF THF SJALfiFO 

ciLASs gecoms A mooFFi doop. 


WATFP- Ftpe 


MAfl^ 

Towep. 


WPPAftJ SUPPOVIsll>(tJ<i 
MAfFl TOWFP 


Sl^OW 


C,ATFTO 
FACH APFA 


Tower of Spirits 









iv^ACfic £auAf^e 
CAi/£eSfTTO 
A??€Af^l 


Yqqomfi 


CAQUe Lt4 
TH€ s<r 


L\/z out^qeoti 
cLeAf^eo 


f up, UP, Ahio 
AWAiii 


soupce OF we 
Piohtsreps 
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WAftJ V^ACK 








Afr«e,r 




/^T 
ABotrr 
wts BtC, 





iOVIi€€ 

OF rrs 
FOWFF. 


ToWFfi. metis ths 
TFASKSHsrr ~ 


ALWAYS HAS 
SfAOKS 

BlLLoWlbiq OUT 


SPfiAY 

SPtASHSS VP 
\L 







A"? 


iOV THOUGHT 
THEYwefie 
Tf^fht T/^CKQ... 


A number of design sketches depict 
gearS; wheels^ and the intersection 
of tracks. Included are images that 
vary greatly from those seen in the 
final game. 
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Changes in Character Design 


With each incarnation of the series, the appearances of the characters have 
evolved. Here, we take a look at the changes in the order in which they appeared. 



Link 


THE LEGEND OF ZELDA 

The original Zelda established 
Link's now-familiar style: a 
sword; a shield; and green garb. 


A LINK TO THE PAST 

The Triforce and a bird 
appear on Link s shield for 
the first time. The design 
of the shield was carried 
over to other games in the 
series; though it underwent 
many variations. 


THE ADVENTURE DELINK 

In The Adventure of Link, our hero is now 
sixteen years old. As a result; he appears 
more mature than in the first title. 


LINK'S AWAKENING 


MAJORA'SMASK 

Though the Link from Majoras Mask is the same 
as the Link from Ocarina of Time, he looks a bit 
more adventurous. Perhaps he has matured 
following his battle against Ganondorf 


OCARINA OF TIME 

Two generations of Links appear in this time-traveling 
adventure. Their appearance had a great influence on the 
protagonist s design in later games of the series. 
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SPIRIT TRACKS 


SKYWARD SWORD 


TWILIGHT PRINCESS 

The first appearance of Adult Link since 
1998 s Ocarina of Time. For the first time 
in the history of the series^ Link is right 
handed (though only in the Wii version). 


PHANTOM HOURGLASS 


A LINK TO THE PAST &f POUR SWORDS 

The debut of multicolored Links to align with the game s 
multiplayer capabilities. The four Links appear once 
again in Four Swords Adventures, the game s sequel. 


THEMINISHCAP 


ORACLE SERIES 


THE WIND WAKER 

The debut of ‘'cat-eye Link.'’ His 
design has since been adopted by 
the portable entries of the series. 
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W01 

ORACLE SERIES 

This incarnation of Princess 
Zelda has more exaggerated 
proportions^ making her appear 
cutesy. The design of her outfit 
emulates Adult Zelda's from 
Ocarina of Time. 


Wol 


THE WIND WAKER 

The debut of Tetra the pirate. She doesn't appear in her 
familiar princess form until the final portion of the game. 


Zelda 


IfS/ 

THE LEGEND OF ZELDA 


of Princess Zelda. Her 
very simple^ compared to the 
Zeldas from A Link to the Past 
onward. Her hair color in this game is 
red; rather than the gold that fans are 
familiar with. 


OCARINA OF TIME 


As with Link; two generations of Zeldas 
appear in the game. It also marks the 
introduction of her alter egO; Sheik. 


i99S 


I99I 


A LINK TO THE PAST 


The first Princess Zelda to have golden 
hair. Her design determined the look of 
the Princess Zeldas that followed. 
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TWILIGHT PRINCESS 


WDi! 

THEMINISHCAP 


SPIRIT TRACKS 

Because she is intended to be 
descendant of Tetra^ her 
similar to Tetra s appearanc 
princess in The Wind Waker. 
left; she is nothing more 
after losing possession 




SKYWARD SWORD 


This incarnation of Princess Zelda is the most mature of any 
Zelda in the series so far. She takes on a frightening form when 
she is possessed by Ganondorf in the final portion of the game. 


FOUR SWORDS 

Princess Zelda as she appears in 
Four Swords. The large ribbon 
adorning her head is one of her 
hallmarks. 


A LINK TO THE PAST 


200'/ 

PHANTOM HOURGLASS 
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Ganon 


OCARINA OF TIME 

The first appearance of Ganon s previous 
incarnation^ Ganondorf. His design as a 
red-haired; demonic thief was carried over 
to later titles in the series. 


ORACLE SERIES 

This design brings to mind Ganon 
as he appears in the first Zelda 
game. Perhaps the trident he 
carries is the same as the one he 
possesses in A Link to the Past. 


THE WIND WAKER W 

Though this is the same incarnation of 
Ganondorf that appeared in Ocarina of 
Time, his appearance is quite different. 
He now has the air of a monarch. 


TWILIGHT PRINCESS 

This design hammers out the image of a warrior 
clad in armor. His appearance following his 
transformation is even more beastlike. 
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Game Catalog 


The Legend of Zelda series has spawned numerous sequels and 
spinoffs. Here, you’ll find a collection of all the titles that have been 
released to date. Let’s take a look back at how far the series has come. 


THE LEGEND OF ZELDA 



• Famicom Disk System • Released February 21,1986 
< Ports > 

• Famicom • Released February 19,1994 

• Famicom Mini 05 (Game Boy Advance) • Released February 14, 2004 

• Virtual Console (Wii) * Released December 2,2006 

THEF 

This launch title for the Famicom Disk System marked the first 
game in the series. It also established a system of using items 
to solve puzzles^ which went on to become a mainstay of the 
Zelda series. The game included a second quest; which could 
be enjoyed after completing the main storyline. 



ZELDA //; THE ADVENTURE OF LINK 

* Famicom Disk System * Released January 14,1987 _ 

< Ports > 

* Famicom Mini 25 (Game Boy Advance) * Released August 10,2004 

* Virtual Console (Wii) * Released January 23,2007 

A UNIQUE SIDE SCROLLER 

perspective when players maneuvered through towns and 
palaceS; as well as during enemy battles. It incorporated 
more action than the first Zelda. A leveling system^ rare for 
the serieS; was also introduced. This allowed players to choose 
which abilities to augment when leveling up. 



THE LEGEND OF ZELDA: A LINK TO THE PAST 

• Super Nintendo • Released November 21,1991 
< Ports > 

• Virtual Console (Wii) • Released December 2,2006 

AN ADVENTUROUS JOURNEY ACROSS TWO WORLDS 

The third game in the series was the first to be released on the 
Super Nintendo. Its basic game play followed in the footsteps 
of the original 

capable of traveling between the Light World and the Dark 
World; and as a result; the game s size drastically increased. In 
addition; the ability to grab and throw objects was introduced 
to the series. 
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THE LEGEND OF ZELDA: LINK’S AWAKENING / LINK’S AWAKENING DX 

* Link’s Awakening: Game Boy * Released June 6,1993 

* Link’s Awakening DX\ Game Boy Color * Released December 12,1998 

< Ports > 

* Virtual Console (Nintendo 3DS) * Released June 8,2011 

THE FIRST ZELDA RELEASED ON A PORTABLE SYSTEM 

Link's Awakeningwsis the first title in the series to be released 
on a portable game system. Though Zelda and Ganon are 
nowhere to be seen^ personalities resembling historic Nintendo 
characters such as MariO; Yoshh and Chain Chomp appear in 
supporting roles. Link's Awakening DX, which contained new 
puzzles and dungeons^ was released later. 



THE LEGEND OF ZELDA: OCARINA OF TIME 


• Nintendo 64 * Released November 21,1998 

< Ports > 

^^ii2ual^onsole^V\2i^j Released February27^2007^^^^^^^^ 

THE GAME THAT MADE ZELDA WORLD FAMOUS 

Ocarina of Time was the first installment in the series to make 
use of the Nintendo 64 s 3-D graphics. The game s puzzle 
solving and detailed world; rendered in 3-D; charmed gamers 
the world over and boosted Zelda s popularity. Players were 
able to switch between Child Link and Adult Link at will; 
adventuring in the eras of past and present. 



THE LEGEND OF ZELDA: MAJORA’S MASK 


* Nintendo 64 « Released April 27,2000 

< Ports > _ 

* Virtual Console (Wii) * Released April 7, 2009 

THE DARK SEQUEL TO OCARINA OF TIME 

In a continuation of the story of Ocarina of Time, Link had 
three days to stop the moon from falling and destroying 
everything. Players unlocked new puzzles and changed the 
flow of time by playing the ocarina; continuously reliving the 
three days leading up to the lunar body's impact. The game 
was characterized; in part; by Link s ability to transform using 
the power of masks. 



THE LEGEND OF ZELDA: ORACLE OF SEASONS / ORACLE OF AGES 

• Game Boy Color • Released February 27, 2001 


A GAME BY THE DREAM TEAM OF 
NINTENDO AND CAPCOM 

Oracle of Seasons and Oracle of Ages were released 
simultaneously. The fact that Nintendo and Capcom united 
to develop the new installments in the Zelda series stirred up 
the excitement of the fans. 

It was possible to connect Seasons and Ages via a linking 
system. Players could unlock new dungeons and items by 
inputting passwords obtained during their adventures into 
the companion game. 
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|T THE LEGEND OF ZELDA: OCARINA OF TIME MASTER QUEST 

I This limited-edition disk was distributed as a bonus for preordering The Wind Waker. The disk included 
i two games: a reissue of Ocarina of Time for the GameCube^ and Ocarina of Time Master Quest, a more 
1 difficult version of the original title. The latter was a rare^ previously unreleased game initially developed 
I for the Nintendo 64 peripheral known as the 64DD or 64 Disk Drive. Fans flooded to preorder The Wind 
! I Wafcer in an attempt to obtain the limited-edition disk. 


Australian 

version 


THE LEGEND OF ZELDA: THE WIND WAKER 


• Nintendo GameCube * Released December 13, 2002 
THE DEBUT OF "CAT-EYE LINK ’ 

This game adopted a technique known as cel shading. The 
animated 3-D graphics fully rendered Link s facial expressions^ 
breathing new life into the series. 

In contrast to the landlocked settings of the previous games^ 
The Wind Waker took place on the ocean. Players controlled 
a boat; traveling between islands in order to solve puzzles. 
The game could also be connected to the Game Boy Advance^ 
making cooperative play possible for the first time in the 
history of the series. 


Limited-edition 
English version 


THE LEGEND OF ZELDA: A LINK TO THE PAST & FOUR SWORDS 


• Game Boy Advance • Released March 14,2003 



• Nintendo GameCube • Released March 18, 2004 
FOUR SWORDS POWERS UP 

The sequel to Four Swords, a game that was bundled with 
the reissue of A Link to the Past. It included three modes: 
Hyrulean Adventure; a single-player campaign; Shadow Battle; 
a battle royale that could be enjoyed by up to four playerS; and 
Navi TrackerS; a game that involved collecting medallions. 
In multiplayer mode; players could connect the Game Boy 
Advance to the GameCube and use the system as a controller. 


North 

American 

version 


THE LEGEND OF ZELDA: FOUR SWORDS A 


< Ports > 

* The Legend of Zelda: Four Swords Anniversary Edition-. _ 

DSiWare (Nintendo DSi/D$ XL/3DS) * Distributed free _ 

from September 28, 2011 to February 20, 2012 

A REISSUE THAT ADDED NEW CONTENT 

This game was a reissue oiA Link to the Past ior the Game Boy 
Advance. Players could connect with Four Swords in order 
to enjoy cooperative play. A new version of the game was 
distributed in 2011 to commemorate the series’ twenty-fifth 
anniversary. 
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THE LEGEND OF ZELDA: THE MINISH CAP 


•Game Boy Advance * Released November 4,2004 

SHRINK DOWN AND JOURNEY INTO A NEW WORLD! 

Following the release of the Oracle series and Four Swords, 
Nintendo and Capcom teamed up once again. In this game^ 
Link was able to shrink himself at will using portals between 
the macro world and the tiny Minish world. The game was 
packed with things to do^ from fusing Kinstones to using 
Mysterious Shells to collect figurines. 



THE LEGEND OF ZELDA: TWILIGHT PRINCESS 


* Wii and Nintendo GameCube * Released December 2,2006 
(GameCube version sold online for a limited time) 

INTUITIVE CONTROLS NOW POSSIBLE 
WITH THE WII REMOTE! 

Twilight Princess made its debut as a Wii launch title. Fans were 
captivated by the intuitive controls^ a hallmark of the Wii^ and 
Link s realistic proportions. Players shape shifted between 
man and beast; cooperating with Midna to save Hyrule from 
danger. The Nintendo GameCube version^ with its mirrored 
screen; was released at the same time. 





North 
American 
Wii version 


I LINK’S CROSSBOW TRAINING 

A shooting game that came bundled with a peripheral known as the Wii Zapper. 

By placing the Wii Remote and Nunchuk in the Zapper; players were able to use 

their controller like a crossbow. The game was set in the world of Twilight Princess 

Link; equipped with the CrossboW; shot down targets and balloons in addition to 

established Zelda baddies such as Keese and Bokoblins. 

_ 



THE LEGEND OF ZELDA: PHANTOM HOURGLASS 

•Nintendo PS * Released June 23,2007 


WINNING OVER NEW FANS WITH SIMPLE CONTROLS 

This Nintendo DS title served as the sequel to The Wind 
Waker. All major actions; such as moving and attacking; could 
be performed with the styluS; and the simplistic controls 
earned the series new fans. In addition; the game came 
equipped with the capability to write notes on the bottom 
touchscreen; a hallmark of the DS. A two-player battle mode 
was also included; which could be accessed via the DS Wi-Fi 
or wireless connections. 
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THE LEGEND OF ZELDA: SPIRIT TRACKS 


* Nintendo PS * Released December 23,2009 

PRINCESS ZELDA TEAMS UP WITH LINK! 

In the sequel to Phantom Hourglass, the basic system of game 
play was identical to its predecessor^ but the setting was 
switched from sea to land. Link s means of transportation 
underwent the biggest change^ with Link traveling by train 
rather than by boat. Spirit Tracks also marked the first time 
in the series that Princess Zelda partnered up with Link on 
his adventure as a playable character. The princess's body was 
possessed by a Phantom in a dungeon^ and her spirit cooperated 
with Link to solve puzzles and progress through the game. 



THE LEGEND OF ZELDA: OCARINA OF TIME 3D 

* Nintendo 3DS * Released June 16,2011 


THE NEXT EVOLUTION OF THE 
MASTERPIECE, NOW ON 3DS! 

This update of Ocarina of Time was released on the 3DS. 
The game was more than a reissue; it featured a number of 
improvements to the original, such as beautiful 3-D graphics, 
the convenience of storing and using items via the bottom 
touchscreen, and a viewing mode making use of the gyroscope. 
Players could also try their hand at the more challenging 
Ocarina of Time 3D Master Quest after clearing the game. 



ELUSIVE AND RARE ZELDA TITLES 


HERE, WE INTRODUCE SOME RARE ZELDA TITLES THAT ARE 
NOW DIFFICULT TO OBTAIN OR CAN NO LONGER BE PLAYED. 


THE LEGEND OF ZELDA: COLLECTOR'S EDITION 


BS THE LEGEND OF ZELDA 


This compilation was distributed via Club Nintendo in 2004 and could 
be obtained by trading in points. In addition to the games listed below, 
the compilation also included a collection of famous scenes from past 
titles, enticing the fans. Because the diskis no longer being distributed, 
it has become difficult to obtain. 



< Titles included > 


• The Legend of Zelda 


• The Adventure of Link 


• The Wind Woker (demo version) 


European 

version 


• Ocarina of Time 

• Mojora's Mask 


These games were broadcast via the Satellaview, 
a satellite modem for the Super Nintendo. Two 
titles were created for the system: BS The Legend 
of Zelda, based on the first Zelda game, and BS The 
Legend of Zelda: Ancient Stone Tablets, based on A 
Link to the Past. Because Satellaview broadcasts 
ended in 2000, the games are unplayable today. 
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Wrapping 
Things Up 

Eiji Aonuma^ director and producer at 
Nintendo Corporation and series producer 
of the Legend ofZelda series 

This year^ weVe been able to welcome the twenty-fifth 
anniversary of The Legend ofZelda^ and it s all thanks to 
you. We Ve launched a number of campaigns to show our 
appreciation for the fan support the series has received^ 
including holding a symphony orchestra concert in three 
major cities around the world and distributing Four 
Swords Anniversary Edition for free via DSiWare. After 
all thiS; I found myself wondering whether there wasn’t 
anything left over that we would be able to compile into 
a book. That’s how The Legend ofZelda: Hyrule Historia 
came to be. 

This book is divided into four sections. The first section^ 
"The Legend Begins/’ tells the story of Skyward Sword, 
the latest entry in the series. The second; “The History of 
Hyrule/’ is organized chronologically according to the 
eras of the Zelda series. The third is known as “Creative 
Footprints/’ where we introduce artwork from the gameS; 
including rough sketches from past releases. Finally the 
fourth section features a special comic from comic-book 
queens Akira Himekawa. 

“Creative Footprints” contains a large amount of material 
that has never before left the halls of Nintendo. In order 
to help us compile this section^ staff members were 
kind enough to go hunting through stacks of ancient 
documents; an experience akin to losing themselves in 
the depths of a dungeon. 

“The History of Hyrule” allows players to determine 
where each Zelda game is positioned in the chronology 



of the series. One thing to bear in mind; however; is 
that the question the developers of the Legend ofZelda 
series asked themselves before starting on a game waS; 
“What kind of game play should we focus on?” rather 
than “What kind of story should we write?” For example; 
the theme of Ocarina of Time, the first Zelda game I was 
involved with; waS; “What kind of responsive game play 
will we be able to create in a 3-D environment?” The 
theme of Phantom Hourglass, which I helped develop 
for the Nintendo DS; waS; “How can we make the game 
comfortable to control using the stylus?” Lastly the theme 
of Skyward Sword, the latest entry in the serieS; waS; “How 
can we use the Wii Remote Plus to allow players to freely 
manipulate the sword?” 

Because the games were developed in such a manner; it 
could be said that Zelda s story lines were afterthoughts. 


Eiji Aonuma’s HYRULE HISTORY 


1998 . The Legend ofZelda: Ocarina of Time (Nintendo 64): Game System Director 

2000 . The Legend ofZelda: Majora’s Mask (Nintendo 64): Gome System Director 

2002 . The Legend ofZelda: The Wind M/d/cer (Nintendo GameCube): Director 

2003 . The Legend ofZelda: A Link to the Past & Four Swords (Game Boy Advance): Producer 

2004 . The Legend ofZelda: Four Swords Adventures (Nintendo GameCube): Producer 

2004 . The Legend ofZelda: The Mlnish Cap (Game Boy Advance): Supervising Director 

2006 . The Legend of Zelda: Twilight Princess QNW and Nintendo GameCube): Director 

2007 . The Legend ofZelda: Phantom Hourglass (Nintendo DS): Producer 

2008 .Officiai Wii Zapper with Link’s Crossbow Training (Wii): Producer 

2009 . The Legend ofZelda: Spirit Tracks (Nintendo DS): Producer 

2011 . The Legend ofZelda: Ocarina of Time 3D (Nintendo 3DS): Producer 

2011 . The Legend ofZelda: Four Swords Anniversary Edition (DSiWare): Producer 

2011 . The Legend ofZelda: Skyward Sword (Wii): Producer 


Photos: Shoji Chudo 





















As a result; I feel that even the story of ''The Legend 
Begins” in Skyward Sword was something that simply came 
about by chance. 


game. This feedback includes both praise and criticism. 
However; the voices of the fans provide us with energy for 
our next voyage. To be honest with yoU; the new voyage 
has already begun. 



I extend my sincerest gratitude and appreciation for your 
continued support of The Legend ofZelda. 


Never stop playing Zeldal 
Eiji Aonuma 


I 


shore; then I know that fans around the world will enjoy 
what weVe achieved. That s the greatest gratification of 
making Zelda. 

With the completion of Skyward Sword in time for Zelda ^ 
twenty-fifth anniversary our long voyage is only just now 
complete. We re starting to hear feedback from people all 
over the world who have been kind enough to play our 


Flipping through the pages of "The History of Hyrule;” 
you may even find a few inconsistencies. However; peoples 
such as the Mogma tribe and items such as the Beetle that 
appear in Skyward Sword may show up again in other eras. 
ThuS; it is my hope that the fans will be broad minded 
enough to take into consideration that this is simply how 
Zelda is made. 


I may be exaggerating a little; but I feel like developing a 
large-scale video game like The Legend of Zelda is similar to 
setting out on a voyage across the ocean in the distant past. 
Ive said that each installment in the series has a theme. 
For me; that involves coming up with a system that iVe not 
yet had the opportunity to explore. It s similar to seeking 
a new continent that no one on Earth has visited before. 


We set out from the harbor without a single sea chart. We 
start out not knowing what direction we re heading in; and 
the small crew argues back and forth about where to go 
and what to do. Sometimes; we find ourselves adrift. Other 
timeS; we re buffeted by storms and end up becoming 
shipwrecked. Still otherS; we cry that we Ve discovered 
new land; but when we make for shore; we end up at a loss 
when we find that it was nothing but a tiny barren island. 


However; we never remain in the same place for long; and 
as we keep moving forward; we eventually catch sight of 
the new continent weVe been seeking just beyond 
the horizon. The crew gets bigger; and we all band 
together to make a push for the new world. 


It s a lot of fun; enough to make me completely 
forget about the times that I felt like abandoning 
ship when storms crashed down around us. If 
we manage to make it safely to the opposite 
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Th s comic is translated into English; but arranged in right-to-left reading format 
to inaintain th ^ artwork s visual orientation as originally drawn and published in 
Japan. If you’ve never read comics this way before; take a look at the diagram below 
to give yourself an idea of how to go about it. You’ll start in the upper right-hand 
corner and will read each word balloon and panel moving right to left. It may take 
a little getting used tO; but you should get the hang of it very quickly. Have fun! 
(And if this is the millionth manga you’ve read this way never mind!) 
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I PRAY 
POR YOUR 
HAPPINESS 
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ALWAYS... 


...STANP 
WITH MV 
PRIENPS/ 































HANPS OF 
TUB aaqst;^ 
HONORABUF 
HFRO:iNfll 
THEUANPP 





4 


I ...m? 
ACT AS A 
PILLAR TO 
SUPPORT 
THF LAMP 
AS IT 
FLOATS 
UP TO 
THFSKV. 


TUC 

MASTER 
SWORP, A 
BLAPE THAT 
REPELS EVIL, 
WILL SUNPER 
THE EARTH... 




T/vm 




in 


SOPPESS, 
I WAS 
IMPRISONEP 
FOR A LONS 
TIME, ANP 
MV HONOR 
TARNISHEP. 


I COULPN’T 
POSSIBLV LAV 
HANPS ON THIS 
SACREP 
SWORP. 



ANP VET, 
IT WAS 
CREATEPBV 
THE SOPS, 
MEANT FOR 
OUR USE 


ORPERTO 
EXERT ITS 
POWER ON 
THE SURFACE 
WORLP, IT 
MUST BE 
REFORSEP 
BY HUMAN 



































































































































































































































































































































































































































































































































THH 

ONE I SEEK 
WILL NOT BE 
POUNO HERE 
IN THIS 
LOWER 
WORLP. 




HMPH/OU^ 
SEARCH IS 
IN VAIN, 
HVLIA. 


THEY ARE 
SO TEARFUL 
THAT THEY 
CANNOT TELL 
SOPS FROM 
PEMONS/ THAT 
IS HOW USELESS 
THESE HUMANS 
ARE. 

















LET US 
FIGHT 
TOGETHER, 
CHILDREN 
OF HVLIA. 


HEV/ 1 
WHAT'S 


IT'S 

A PEMON/ 
APEMON 
COME TO 
ATTACK 
US/ i 


THAT? 


BIRP? 


































...THEN 
I WILL 
POKBVBK 
FIGHT TO 
PFFFNP 

you. 


MVPFAR 
LAMP OF 
HVLIA/ 


THOUGH PFOPLF’S 
HEARTS AAAV 
CHANGE WITH 
TIME, THIS LAMP’S 
BEAUTV, PRIPE, 
ANP PURITV 
NEVER CHANGE. 




















































r that anphhre 

!?AT I hap 

WOULP thought.. 
BE ABLE 

TO , 

SLEEP IN . J 

, PEACE. ^ ^ 




























ORVILLE 
HAS . 
TENPEP ' 
TO IT 
THESE 
PAST FOUR 
VEARS. . 


IT IS MV 
HONOR TO 
BE ABLE TO 
PRESENT 
THISBLAPE 
TO you. 







-1 





1 



i 1 1 ■■H 


' 

rv^ 



h / /ly 1 



OUR 

LITTLE 


...MIS- 
UNPERSTANPINS 
HAS BEEN 
RESOLVEP. yOUR 
PREMONITION 
OFPANSERWAS 
CORRECT. WE ALL 
UNPERSTANP 


you 

ARE THE 
ONLV ONE 
WHO CAN 
PRiVE OFF 
THE PEMON 
KINO ANP 
PROTECT 
HVLIA/ 


































































herteMh 
Skyloft— 
the citvi in the 
slut where the 
nouns Link 
now stOinbs— 
unber the 
thiek se3i of 
e1out>$,.. 


..people 
onee 
livet> 
on the 
worlb 
below. 


Beiek 
when it 
weiS still 
e^lletf 
"the 

leinb of 
Hvilio,"... 


...ei bJirk 
ASe w^ 
hrewins, 
shroubeb 
in fcAr Jint> 
hetrAtfAl... 










































































































AKira HimBicawa 


Congratulations on the twenty-fifth anniversary of the 
birth of Iht Legend ojZeldaW And congratulations also on 
the eagerly anticipated release of the latest in the series— 
Skyward Sword. WeVe been given the task of creating the 
comic versions of Zelda games since 1999. We are thankful 
that people enjoy the manga as much as the games. WeVe 
been able to produce multiple volumes^ and in 2010 we 
were chosen by readers for a manga award in Germany. 
Thank you kindly! So; it s been twelve years since we 
last drew a grown-up Link in a manga^ huh? We really 
wracked our brains even more than we usually do for the 
comic versions; trying to come up with something that 
was worthy of the twenty-fifth anniversary and connected 
to Skyward Sword but would be all settled in thirty-two 
pages. We think we ve turned out a special short piece that 


concludes the “very first Zelda tale.” Ever since Nintendo 
first started making video gameS; they Ve birthed a lot of 
games and fanS; but we feel Zelda in particular is a rare 
game series that has tons of fans across the world who love 
it passionately. We created this manga with all those many 
adoring Zelda fans in mind. We hope you enjoy it! 

Akira Himekawa is the ipseudonym, or 'unit name/' of the 
female manga artist pair A. Honda and S. Nagano (self- 
portraits below). They debuted in Weekly Shonen Sunday 
in 1991. In 1999 they began serializing The Legend of 
Zelda: Ocarina of Time in Shogaku gonensei (Fifth-grade 
student) and Shogaku rokunensei (Sixth-grade student). 
Ten volumes of their Legend of Zelda manga have been 
published by Shogakukan. 
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